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WO COPS BOTH LETHM 

A multi-level shoot 'em up based on aspects of all 
three LETHAL WEAPON movies. You can choose 
■ one of the two high fire-power cops... 
each having his individual strengths - and 
weaknesses! There are many missions to 
complete including the rescue of a kidnapped 
girl, the pursuit and arrest of drugs runners, 
finding and arresting a police murderer, 
plus many more. You choose the level to suit your 

tea objectives within the 
game-play. 

IT'S MEAM, FAST 
AM... LETHAL! 
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14 NEWS 

Ooh, what a rush! WWF2 revealed, 
and this time it's set in Europe! 
PLUS spend a night on the tiles 
with Scrabble and much more! 

21 LETTERS 

Yet more semi -coherent ranting* 
from our ever-beloved readers. It's 
like grammar was never invented! 

25 WORK IN 
PROGRESS 

Yet more first-time -ever looks at 
games in dvelopment. This month 
there's US Gold's muth-awaited 
Streetfightef 2, Mi era Prose's 
superb Gunship 2000, Core's fanta- 
sy RPG Oarkmere and EAs Desert 
Strike. 



DISKS 8 

Can you believe it? The Chaos 
Engine, Uonheart and FIVE Pub- 
lic Domain games!!! Are we just 
totally mad or what? 
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41 THE ONE ON ONE 

Sensible Software let their hair 
down as they have a chat to us 
about Sensible Soccer V1 .1 and 
Can nonf odder, plus all matters 
Amiga gaming. 

49 REVIEWS 

The full list of all the games we've 
covered this month is over to the 
far right, Get stuck in! 

84 TRAIN WITH THE 

S.A.S.! 

Right, you orrible little men! Fall in 
and enter this great Fireforce 
compo to win a weekend training 
with S-A.5. hardnuts! 

89 KILL ZONE 

Eye of the Beholder 2, The 
Addams Family, Hook and 
countless others are all tipped into 
oblivion. PLUS! Doctor David 
UpchurerTs surgery re -opens! 



STREETFICHTER 2 25 

All you ever wanted to know but were too afraid to ask 
about the ultimate coin-op conversion in our massive 
Work In Progress Special, 
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ROAD 

RASH 59 

Electronic Arts' latest Megadrive- 
to-Amiga conversion is a ripping 
road racer where your aim is not 
only to beat the other racers, it's 
also to beat them up! 



86 SUBSCRIPTIONS 

Cant be bothered to leave the 
house? Then have The One deliv- 
ered direct to your door for a 
whole year! And get a free game 
into the bargain! 

102 THE DIARY OF A 
GAME 

Part four of our EXCLUSIVE seriali- 
sation of Andrew Bray brook's latest 
block buster- in -development Uridi- 

um 2. Its 2 good 2 miss! 



107 PD ZONE 

Power to the people! We delve 
once more into the ever- burgeon- 
ing network of free games. 



111 CHEAPOS 

A bumper FIVE PAGE special this 
month, rounding up the best 
buys this month for all you 
tightwads. 

\ 121 PREVIEWS 

*% Gary Whitta lifts the lid off 

another bunch of software pot- 
boilers, coming your way real 

soon... 

125 GAMES INDEX 

All human life is here. You name 
it's it's in - the full rundown on just 
about every Amiga game released 
iin the last year. How do we do it? 



DARKMERE .32 

After so many years languishing 
in the Where are they now?' file, 
isometric- 3D games are back - 
and with a vengeance. Core 
Design's latest is leading the 
attach... 




GAMES FEATURED IN THIS ISSUE 



THE ADDAMS FAMILY 



ASSASSIN 
IREATURf 



JURSE OF ENCHANTIA 



TIPS 



REVIEW 



PREVIEW 



REVIEW 



IOODLE Bl 



THE LEGEND OF 
KYRANDIA ......76 

EXCLUSIVE! The first ever review of 
Virgin's Monkey Island 2 beater! We 
don't mess about, you know. 




1 9 STEALTHFIGHTER 



HISTORYLINE 1914-1918 



HOOK 



LEGEND OF KYRANDIA 
MiG-29 SUPERFULCRUM 
NICK FALDO'S GOLF 
ALADIN 2 
PICTIQNARY 

REACH FOR THE SKIES 

ROME A D.92 
SABRE TI 

THE SIMPSONS 
STREETFIGHTEH 2 
SUPER MONACO GP 
TERMINATOR 2 
TRIVIAL PURSUITS 
UNIVERSAL MONSTE 
WING COMMANDER 
ZYCONIX 
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EYE OF THE BEHOLDER 2 TIPS 
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FLY TO THE HOTTEST SKIES 




IN THE MIDDLE EAST... 
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We've spent a year, ensuring that both "Desert Strike™" 
and "Road Rash™" come to you with all the enhanced 
graphics and sound quality that you've rightly come to expect 
from your Amiga. 

The Middle East's looniest dictator is about to nuke 
anyone who stands in the way of his mad ambitions. 
A desperate US President turns to you to undertake a 
covert mission piloting a heavily armed Apache helicopter. 
£ From a 3 A top-down perspective, you'll be taking off on 27 
different missions including; rescuing MIA's, defending 
oilfields and taking out SCUD missile launchers. 
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AND ALONG THE HOTTEST TARMAC 



IN THE WILD WEST. 





All a million miles from the uncontrolled mayhem of 
"Road Rash", a scorchingly fast biker race across America 
with no holds barred. 

Punch, kick and club your way to the prize-money and 
upgrade your bike to an ever more frighteningly fast 
machine, like the terrifying Diablo 1000, 

The other competitors are not the only danger as you 



speed along five of America s most lethal highways. Hard- 
nosed cops, oncoming traffic, oil-slicks, even wandering 
cattle and deer. 

Whether you yearn for the undying gratitude of the 
entire Western World or the grudging respect of Hell dog 
the club wielding gypsy biker, these two fun-packed hits 
are at last yours. 



Available on Amiga 
and Sega™ Mega Drive 
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Electronic Arts, 90 Heron Drive, Landey, Berks SL3 8XP Tel: 0753 549442 Fax: 0753 546672. 
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THE CHAOS ENGINE 

Renegade <imb «.•.■*) 



The Bitmap Brothers have been 
awfully quiet recently. The reason? 
Why, they've been hunched over 
their keyboards for the past two 
years beavering away on The Chaos 
Engine, a game which will, the/ 
hope, send them to the top of the 
software charts yet again. On offer 
for you this, month is a complete and 
fully-playable level from the Bros' 
latest which should keep you well 




satisfied until the game is released 

in the near future. 

PLAYING THE DEMO 

The demo will load and launch into a 
rolling-demo showing off some of 
the pretty character selection screen 
graphics if you leave it alone, How- 
ever, tapping FIRE or ESCAPE will pre- 
sent you with the options screen. 
One or two players can participate in 
the action and once this decision has 
been made it's into the game prop- 
er. If you have opted for the one- 
player game, you'll notice that the 
other character is computer con 
trolled so either way you'll be play- 
ing with a colleague. 

The characters are moved in the 
usual way (for the thick that means 



moving the joystick in the directions 

you want him to travel) and pressing 
FIRE will, er, fire your weapon, The 
object of this level is to turn on all 

three nodes (the grey pillars) which 
in turn will open the exit, Nodes are 
activated by shooting them (which 
will make them illuminate) and a com- 
puter voice will confirm your actions. 
There are a number of special 
weapon tokens which can be col- 
lected hy either player and will affect 
both players differently. Both players 
have different special abilities which 
can be used at any time during the 
game. Player One (the Brigand) can 
produce a spectacular shot- burst 
effect which should wipe out most 
enemies on the screen, Player Two 
(the Gentleman) has the ability to call 
up a map of the surrounding area. 
These special powers are activated by 
holding down the FIRE button, and 
the number of times you can do this 
is shown on the panel at the bottom 
of the screen which will deplete 



every time you operate your ability. 
Col letting the little black bottles scat- 
tered around the landscape will 
increase the number of times you 
can perform your special trick. 

There are also keys dotted around 
the landscape. Silver keys are vital to 
progression and must be collected to 
open other parts of the level. The gold 
keys, however, open secret rooms and 
bonus sections which contain a num- 
ber of collectable^. If you do become 
stuck, though, you can try shooting at 
the rocks and pillars as this can some- 
times open up other areas, 

The Ying-Yang' tokens store the 
party's status when they are collect- 
ed. When both party members die 
they are restored to where the last 
token was picked-up. If one player 
dies he must wait until the next token 
is found before he can resume play 
So there you have it, an entire 
level packed full with features and 
effects. The final version will contain 
a choice of six characters, each with 
their own advantages and disadvan- 
tages and, of course, a load more lev- 
els to blast and puzzle your way 
through. Can you wait? 




COVERDISKS 



After the three disk bonanza that was October we've returned to 
the usual two but they're both packed full with excellent demos 
and Public Domain software. We're committed to bringing you the 
best value for money that Amiga Games Mags can offer - why pay 
for a measly one disk when you can have an infinitely better time 
with two. Simon Byron guides you through the wonders of this 
month's selection 



LOADING YOUR DISKS 

( 1 ) Both disks contain some of the 
highest quality software ever to 
appear on a coverdisk so choos- 
ing between them is going to be 
difficult. You could either toss a 
coin, mix them about or just pick 
one out of a bag or something 
but, believe us, there's going to 
be a lot of hard decision making 
before you choose which disk to 
play first 

(2) Insert the selected disk into 
the drive slot on your Amiga. 

(3) Turn on your Amiga. 

(4) A menu will appear from 
which selection is made by press- 
ing the appropriate function key 
or clicking on the name with the 
mouse pointer. 

{5} When you've finished playing 
your way through both the disks 
•t'd probably be best if you have 
a shower or « at the very least - a 
wash, because four weeks of solid 
gaming really will make you 
sweat. 

ATTENTION A60OHD OWNERS! 
Due to the extreme amount of 
memory required by the Lion- 
heart demo, you may experience 
a few problems loading it straight 
from the boot menu. 

If Li on heart fails to load, turn 
off your computer (but leave the 
disk in the drive) and reboot 
whilst holding down BOTH mouse 
buttons. A menu should appear - 
click on the 'Advanced Options--' 
icon at the bottom of the screen. 
A new screen should appear list- 
ing all the drives. Click on the 
'Enabled' icons (they should now 
read 'Disabled') next to ad the 
drive names EXCEPT DFO's. Now 
dick on the 'USE' icon and then on 
the 'DFO' icon. Finally insert your 
disk and everything should be 
dandy. If you make a mistake just 
reset the machine and try again. 

Sorry about the hassle but we 
think you'll agree it's worth it. 



FLAG 
CATCHER 

(1Mb only) 

Described by Dave Upchurch as "well 
worth a look" in last month's PD 
Zone, we've included it on the disk so 
that you can do just that. The object 
of the game is to find the flag before 
you run out of "moves'. The fewer 
moves you take to find the flag the 
more bonus points you get at the end 
of the level. Move the cursor around 
the screen using the joystick and 
press FIRE when you've decided on a 
square to try. One of the following 
five things should now appear: 

* A flag ■ hooray! If this happens then 
the level is complete and you'll move 
on to the next, tougher screen, 

* A bonus square which will give you 
extra points or moves. 

■ An arrow indicating that the flag is 
somewhere in that direction, 
although not necessarily on the 
same 'line' as the arrow, 

■ A number meaning that the flag is 
that many squares away, moving 
horizontally and/or vertically 

* A bomb causing the screen to dear, 
losing all the clues that you'd previ- 
ously bui.it up. 

Every time you select a square your 
'moves' will be depleted and if you 
run Out then the game is over. Before 
each level you'll be shown a screen 
depicting the amount of each of the 
five different squares on the next 
level so that you'll know exactly what 
hazards you're up agamst. Fnjoy 
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BIPLANES 

This is a fantastic little game that is 
bound to keep you entertained for 
years, if not decades. It's an air com- 
bat game and the basic idea is to 
obtain fifteen points before your 
opponent does by. Points are 
achieved by either shootinq the bal- 
loons that drift gracefully up from 
the middle of the screen or by down- 
ing the opposing biplane. 

When the game first loads you 
will be presented with a set of 
options which are selected by mov- 
ing the joystick left or right. You can 
play against a friend or the comput- 
er (and if you choose the computer 
there is a choice of difficulty levels), 
automatic acceleration and fake or 
real stereo (whatever that may be). 
Once these have been set it's off to 
the battleground. 

The first thing you need to do 
before you can perform any gravity- 
defying acrobatics is accelerate to a 
certain speed fast enough to a)low 
take-off. If you've chosen automatic 
acceleration just push the joystick UP 
to start the run-up. If you're on man- 
ual acceleration you'll need to hold 
the joystick UP at all times. Leaving 
the ground is as simple as, er, flying 
a plane, lust move the joystick LEFT 
or RIGHT, depending on which way 
you wish to rotate the plane and 
Bob's your uncle - you should then be 
in the skies, If you haven't reached a 
successful speed you'll find yourself 
desperately clinging to the air before 
crashing and it'll be a point to your 
opponent. You can shoot a maximum 
of two bullets at a time by pressing 
the fire button. 



The plane behaves exactly like a 
real machine - if you point yourself 
vertically up you'll stall before too 
long If this does happens you'll need 
to point the nose at the ground and 
push UP to build up your accelera- 
tion again and just before you hit the 
ground, move the joystick LEFT Or 
RIGHT depending on which way you 
wish to fly. If you've performed all 
those actions correctly you should 
find yourself flying peacefully once 
again. It's all easier to do than it is to 
explain but by now you should get 
the idea and before too long you'll 
be looping and soaring amongst the 
clouds with the best of them. 

TANK 
ATTACK 

{1Mb only) 

Here's some frantic two- player action 
based loosely on the old Atari VCS 
Combat cartridge. The object of the 
game is, quite simply, to blast your 
opponent before he blasts you. Move- 
ment is achieved by moving the joy- 
stick in the direction you wish to trav- 
el and blasting by pressing the FIRE 
button. The various walls can be used 
as hiding places or, more sneakily, for 
rebounding bullets off of. At first you'll 
be able to fire a large numbei of bul- 
lets at one time but as the game pro 
gresses your gun will take time to 
replenish so it's often best to leave a 
short time between firing sessions. The 
energy of each player is displayed at 
the top of the screen and when a tank 
reaches 0% if explodes. 

During the game a number of 
special tokens will pop up which 
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Hrive different effects when collected 
(such as mating you invisible or invinci- 
ble). These properties will become 
apparent on collector hut you should 
take advantage of them quickly as they 
soon wear off. Up to four players can 
partici pate at o ne ti me an d t he va rious 
options are selectable from the title 
screen. 

That's all there is to it. Have fun 
and try to remain friends. 



BRIDGE BALL 



An unusual little game, this, but 
One worthy of inclusion as it pro- 
vides many hours of top quality 
puzzle entertainment. The object 
of the game is to guide the ball 
from the starting point to the 
large expanse to the right of the 
screen. This is performed by plac- 
ing platforms next to each other 
to form a bridge to the exit. 

Using the mouse you can pick 
up the platforms (by pressing the 
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LEFT mouse button) that are 
already in the level and, with the 
button still pressed, guide it to 
the position you require and 
release the burton. You can only 
move the platforms a set number 
of times and this amount will be 
displayed when you pick it up. 
There are a number of differ- 
ent tiles, each requiring a differ- 
ent tactic. Ordinary platforms can 
be placed ne*ct to or below other 
tiles, pipes raise the hall, tunnels 
need to be placed so that the ball 
rolls 'into' the entrance and fixed 
tiles cannot be moved at all so 
the ball needs to be guided onto 
them to take advantage of their 
ball-carrying properties. If the 
sphere falls into the water then 
the Jevel is over and you'll have 
to restart. 



ARRRCCCHHH!!!' 

If you've removed all your peripherals and the 
disk itill w&n't bad then - hey' - it happeni to 
Hie best pf us, and we're reaHy sot ry, Lk, buS 
.you've ofjviousty been unfortunate enough to 
have received a faulty (ink. The best thing to 
do is pop >t in an envelope along with an 5AE 
to the value of 2Sp and send it do - 

Tne One C-Qverdrik Returns, 
PC wise, 

Dowldii fop Business Parle, 
Dtiwlaii, Merlinyr Tydfll, 
Mid Cfamof gan CF4& 2YY 

and within a few day; a working copy should 
appear through your ieftertw." and the fciimci 
!gin If yew think your problem k solv- 
able over the phone uhen you can cal ; the PC 
Wise Helpline cm (0635) 350505 between 
10.30 am and 12,30 pm cm weekdays.. 



THE SMALL PRINT 

i WhHfl wt hen- .n The One m»ke every effort to 
check the mwdiilti far all kimivn wws. w? can 
,i:ii..|ii nn responsibility for da mage caused by 
viruses which may have etcapfd our attention. 
3 The One ,-ind Ks retailers are not fcable 1m arty 
unnotified changes to Mte tuntrnii of the 
o&vfiidi^ which may occur 




LIONHEART 

halJOn (1Mb only} 

Yes, we're fed up as well with demos 
that only offer you thirty second i of 
pfay and a real feeling of disappoint- 
ment at the end of it. This EXCLUSIVE 
and BLOODY HUGE demo will cer- 
tainly keep you engrossed for sever- 
al hours before you manage to com- 
plete it (in fact, I'm the only member 
of The One's team that has managed 
to do this yet, brag, brag, brag). 

THE GAME 

Lion heart is a scrolling beat- 'em- up 
along the same lines as Shadow Of The 
Bea^t except underneath all the unde- 
niably beautiful graphics there's a real 
sto nrner of a game. The object of this 
demo is to reach the cave entrance 
hidden amongst all the nasties and 
treacherous platforms, collecting as 
many spinning crystals as you can 
along the way. As w^ll as the usual 
running and jumping the character 
can perform a number of fighting 
moves, actuated by moving the joy- 
stick in any direction and pressing 
FIRE. 



The two best ones we've found are 
joystick DOWN and FIRE whilst in the 
air (which produces a fantastic down- 
ward Junging move - just the job for 
getting rid of any creatures that 
you're currently leaping over) and 
pressing FIRE and moving the joystick 
in the opposite direction to which 
you are facing (which will perform a 
spectacular roundhouse swing with 
the sword - handy for disposing of 
any beasties that are stood behind 
you), 

During your time at holiday camp 
Lionheart you'll come across a num- 
ber of spinning platform;, which can- 
not be traversed whilst in motion. The 
best way to over come this is to give 
them a bloody great whack with your 
SWOrd or foot which will stabilise 
them for a few seconds allowing you 
to leap on and off them before they 



start revolving again. Be wary of the 

numerous areas of spikes and deadly 
plants as they'll send you back to the 
start of the level quicker than you can 
say "Morning Campers", 

If you reach one of the two rope 
sections in the demo, pressing UP 
will cause you to grasp hold of the 
line and the usual direction move- 
ments will then apply, including just 
a Jim pie FIRE to Swing your sword in 
the direction you're facing. 

The final version will contain a 
number of sound effects, end -of - 
level Guardians and a number of 
restart points in each level ■ this one 
unfortunately slings you straight 
back to the start! And that's it, refil- 
ly, I think you'll agree that it's a HUGE 
demo and we all can't wait for the 
full game which should be arriving at 
a cinema near you very soon. 



LIONHEART COMPO 

We've teamed up with Tbalion to offer you the chance to win your 
Very Own copy of Lionheart - simply by playing the demo! To stand 
a dunce of winning one of the ten copies we have up for grabs you'll 
need to prove your game-playing skills. We want you to complete 
the demo and write down the last lint of text that appears before 
the demo restarts. Once you have successfully obtained this infor- 
mation, plop it on a postcard or the back of a stuck down envelope 
and send ft to: I CAN PLAY LIONHEART AS WELL AS SIMES, The One. 
Priory Court, 30-32 Farringdon Lane, London, EC1R 3AU. The first 
ten correct entries we receive will receive a copy of Lionheart when 
It's fully finished. Good luck! 





REVOLUTION 

{1Mb only) 

Our final offering this month is a dever 
little pu«le game which will appeal to 
everyone from beat-'em-up fanatics to 
flight sim gurus. The object of each level 
is to collect all the batteries and warp to 
the next level. Batteries can only be col- 
lected whilst at least one of the blue- 
framed Cubes is 'Charged'. 

Continuing the white ball using the 
joystick, tihe Cubes can be charged by 
'bouncing' into them. Once hit the Cubes 
fill up with green charge which depletes 
rapidly. Batteries can then be collected 
by bumping into them and once the level 
has been deared of all batteries the warp 
to the next challenge is activated by 
charging both Cubes at the same time. 

This may all sound a tttAe easy but there 
are numerous traps arid tricks. Many 
squares contain an arrow which wHf, when 
landed cm, send you in that direction, ft/lost 
of the time the arrows are clustered togeth- 
er, meaning that if you land on one you'll 
be transported guite a distance before con- 
trol Is handed back to you. Other squares 
have a rircJe in the middle which acts as a 
sort of magnet, slowing you down. 

If this wasn't enough there are also 
aerials which drain your power if 
touched so avoid them as once all your 
power has gone you lose a Irfe. The time 
limits are particularly tight making for a 
cn.illimging r*ame right from Level One. 
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Better take note. One CD Inserted into the new Amiga 
CDTV stores the equivalent of up to 700 floppy discs. Thatfs 
550 megabytes of memory or 250,000 A4 pages of text. 

CDTV also gives you access to over 3,000 Amiga titles 
and over 1O0 CDTV discs, covering everything from arcade 

^—i quality games to education. And 

rom C' Commodore I 

1 CDTV can be used as a regular audio 

CD player when connected to your stereo. The Amiga 



CDTV Computer Pack, complete with qwerty keyboard, 
disc drive, mouse and infra red remote control can be 
yours for only £499,99 including our free Public Domain 
Collection disc. The Amiga CDTV Player Pack comes in 
even lower at only £399.99- All of which proves one thing. 
When it comes to the ultimate in A I\/ff{^r^ 

CDTV 



home entertainment, you won't find 
anything better than the Amiga CDTV, 



THE WORLDS MOST INTERACTIVE INTERACTIVE HOME ENTERTAINMENT SYSTEM 

CBIV IS AVAILABLE US SELECTED SI0HES W ALLOEHS, CALCULUS. C0LC*VI5«N, COUEr DIJONS. II MG IMMfEKDEHf COM' ST AT TIME Of SQIMS Id PHEE 
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Inspired by James I 
Lovelock's Gaia hypothesis, 
Sim EaMh looks at the world 
as one interrelaled living 
organism offering you the 
ultimate experience in 
planet management Design 
and nurture planets from 
their creation through the 
evolution of life to the 
development of intelligence | 
and technology that can 
reach for the stars. 



M& iWOHsm and Will Wright. 

illri$ili«J«lti 

AVAILABLE FOR: Macintosh, 

I&H PC. Windows and Amiga. 
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'Dime I'm seven d Iterer 
Blanelitedatios 

'Rule unlimited random worlds, 

'ten aim ti Verus did Mlri. 

*Vii* f tut wflrtds « Hi) 
jroiedisni sr spinning globes. 

'Unleash vaicaices tdrlhquckfs 
-ielfD'1 arid Mddl «i«. 





~Us« Ihe wwtrlirf «omlfiven 
command lanquw with a simple 
pninlanddich.rrtslsfinbe 
intruded to tomiiimtelB lull 
melee. 

"Challenge ) our friends land 
enemieil Nirough ntlwcrk wpwrl 
far up it four n»diiri«. 



"Use nodem and serial link lr> mii 
aid nakfi gamts on Macintosh, 
Amicia or Windows, ven-loni. 



AVAILABLE FOR: Macintosh. 
Windows and Amiga. 




Armed with bombs, bullets, missiles, grenades and mon 
you control teams of Robots that compete in five differ* 
sports: Survival, Treasure Hunt, Capture the Flag. Hostage m 
Baseball. By combining Ihe tactical challenge of chess wi 
the intensity of guerrilla warfare, RoboSporl provokes to' 

Strategic 111 ayhem. mt 1 WI Hsi is and Edward KiNum. AH rights rasarved. 







OCEAN SOFTWARE LID . ft CENTRAL STREET . HAHCHE 
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'ure A-Train ha; 
trains... bul there's a let 
more to il lhan making 
tracks. This new 
simulalion gives you the 
triple challenge of 
designing and running a 
profitable railroad, 

growing a city and building a financial empire. You 
can borrow money, invest in subsidiary business, 
and dabble in the slock market as well Six 
scenarios will lake all Ihe organisational latent, 
planning skills and fiscal genius you've got. 
Maybe more, ths mi jSndink«JM af is. ui^hi! rwr. ( d 



'SimuUled J D graphic? prnH t 
map Hit ulellitt riews. 

'Owie Iram 19 dilfweni Hr-ain 
"Pick anr 2-fl OFC ihoct*? 1o reap 

:Vli OroMfS 

"B^jild «wfl«pils, office, 
latteries, ski resort), smiiMment 
Pirk? jrtd nrnre. 

*Ge1 all o4 it pr»1e ssional advice 
r«i n«d Irom Hit manT on-strew 
expert! in A Trim, 
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he World Wrestling Feder- 
ation returns to the Amiga 
at the end of the year with 
Ocean's official follow-up to its 
chart-topping WWF Wrestle ma- 
nia. Although the original sold 
bucketloads and was Number 
One last Christmas, it got a well- 
deserved panning from the crit- 
ics - something that Ocean is 
well aware of and is going to 
lengths to prevent happening 
again this time around. 

With WWF popularity increas- 
ing in Europe, the European 
Rampages - in which the beefy 
superstars jet over here to 
wrestle - are becoming more 
and more frequent. The recent 
Summer Slam at Wembley Sta- 
dium was a sellout and 
Ocean, never one to miss a 



trick, is using the Euro theme as 
the basis for the new game. 
WWF European Rampage takes 
the player to venues around the 
continent, battling all the famil- 



iar opponents. We've keen 
informed that much more 
attention is being paid to game- 
play, with work on the new 
game dating back to the start of 
the year. There's a new team on 
it two, with Arc Developments 
replacing Twilight, who handled 
the original. Strangely, there 
doesn't seem to be a lot to 
show for nine month's work - 
these exclusive shots come 
from an early pJayable demo 
version. As you can see, the 
graphics have been revamped - 
the ring now occupies just a sin- 
gle screen, and Tag-Team 
matches have been incorporat- 
ed too. Beyond that, details are 
still woefully vague. More next 
month, with any luck. 




AMIGA: 
LATEST 

The rumpurs of a new Amiga, aimed 
squarely at games -players, are get- 
ting stronger by the day, with the 
latest bit of gossip hinting that the 
fabled machine may be in the shops 
by Christmas, 

This latest news comes as Com- 
modore launches the latest in a long 
line of Amigas - the high-end A4000, 
which for just £1 999, offers almost 
limitless graphical potential - how 
does 1 6.7 million colours, sprites the 
size of the entire screen and "perfect 
scrolling" grab you? Admittedly the 
machine's aimed at the more serious 
user, although the new AA chipset 
technology that it employs to pro- 
duce such stunning results will 
almost definitely be used by the 
mystery games machine as well, 
according to Commodore boss Kelly 
Sumner, So. weighing up all the evi- 
dence, we could be a seeing a new 
games Amiga, with a super-low pri- 
cepoint and FIVE TIMES the graphi- 
cal power available before the end 
of the year! It's still all educated 
speculation at the moment, but 
enough to get a few mouths water- 
ing - not least of all ours. 

STOP PRESS! Its highly proba- 
ble thai, come next month's 
issue, we'll have CAST IRON 
detail? of the n^w machine - stay 
tuned to this channel. 
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NETBUSTERS! 



Round Two 

You' Sensible Soccer goads, continue 
to flood in, at a rate that's fast 
becoming as frightening as Alan 
Shearer's goal tally. Poor old postie 
has had to have a metal rod surgi- 
cally implanted into his back to help 
carry the heaving mailbags of High- 
lights that arrive daily on our 
doorstep. Believe us, having to work 
our way through this little lot is no 
picnic - certainly not when we'd 
rather be playing the game our- 
selves, anyway. 

But we digress - to business This 
is the second month of the Renegade 
Sensible Soccer Netbusters competi- 
tion, in which six lucky winners put 
forward by The One will play in a 
European tournament against the 
winners of doppleganger competi- 
tions in the continental mags, with 
the final victor jetting off to watch 
any European football fixture of his 
choice next season! Each month we're 
selecting the best of the saved -out 
Highlights we receive, and the winner 
not only goes forward to the final si* r 
but also picks up an authentic Ark- 
wrights old-style football jersey! 



This month's winner is Julian 
Smith, whose goals as Sheffield Unit- 
ed against European giants Club 
Bruges, Ajax and Kaiserslautern earn 
him a place in the finalist's roster 
The goals are outstanding not just 
because of the final touch (although 
there was some super finishing}, but 
for the whole set-up, in one case 
comprising an incredible after- 
touched ball in from the halfway line 
that the striker picks up first time 
and blasts into the back of the net. 
Like we said, we're not looking for 
one-off flukes, but for consistently 
fine goals that prove the scorer's skill 
beyond doubt. 

The competition still has four 
months to run, iO there are four 
finals places still to be won. To be in 
with a chance, all you have to do is 
score some BLINDING goals, stick 
them on a Highlights disk and send 
them to us at SENSIBLE SOCCER WET- 
BUSTERS, The One, Priory Court 30- 
32 Farnngdon Lane, London EC1 R 
3AU. And remember that you MUST 
write your name and addross on the 
disk label, or David will come round 
your house and sRow you his holiday 
snaps, Eurgh! 
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"Scrabble like you've never 
played it before." That's 
what you're being promised 
by US Gold, soon to bring 
out its official version of the 
classic board game. Quite 
why they think that the 
world needs another com- 
puter incarnation of Scrab- 
ble at this particular time is 
way beyond us, but it 
doesn't do to turn your 
nose up at the Greats, so for 
the record... US Gold's ver- 
sion comes with 1 2 skill lev- 
els (the hardest of which 
has won the Computer 
Olympiad twice, so it's no 
pushover), tournaments 
with up to four players, 
every word in the Chambers 
Official Scrabble Dictionary 



(over 126,000 at the last 
count), a printer option to 
commit the final board 
position to paper and - it 
says here - stunning graph- 
ics. The pictorial evidence 
here tells rather a different 
story, but then what do you 
want from a Scrabble 
game? Dancing letters with 
tutus on? Personally, we 
never quite understood 
why somebody would 
want to go to all this trou- 
ble when they could play 
the real thing for a fraction 
of the price and hassle, but 
each to his own, we sup- 
pose. Should be quite 
good for people with no 
friends, anyway. 





At last! Street Fighter II, currently the most 
popular arcade game, k about to become available 
for your home computer. Ask your dealer when! 

TOU HAVE BEEN WARNED!!' 



CAP 





Available out,' Spectrum Musette, 

C64, Amttrad V.Pt cassette & ditk, 

Atari ST, Amiga and PC Cmptttihkti. 

Slirrt FLfftltr^l Oias fipcnn LSA Inc. AIL right* rewrvcd. Sirw< FiKtaw""! 

regiiiimd Irtdeitwrk gfCapoom ISA Inc. MunyfottuiHi ind diriribmu<it udo 

from t'tpcon ISA lw ty U& GM Ltd, Unit* W Hnlfoni Wait Hrttari, Kum»n«hiun. H& "A\ 
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TWO NEW FROM SILMARILS 




Having already ha(J two rather impressive 
successes with Storm Master and Ishar, 
French outfit Silmarils is back this month 
with a pair ot newies to tantalise you between 
now and the new year (just around the corner, 
you know). 




The first is Bunny Bricks, a game that: - get this 
- combines brick-breaking Breakout action. Base- 
ball and rabbits (I). Exactly what it's all .about 
hasn't been made that clear, but we're told that 

on each screen Bunny must destroy every brick he 
sees with his trusty baseball bat (sounds famil- 
iar enough), while being hindered by a support- 
ing cast of colourful characters. The whole thing's 
supposed to be very cartoony, and inspired in 
part by the work of Tex Avery, so expect plenty of 
slapstick touches along the way. Look out for 
Bunny Bricks next month . 

Hot on the trail of that comes Transarctica, an 
altogether deeper affair from the creators of 
Storm Master. Along much the same strategic 
lines, its decidedly Midwinter esque storyline tells 
of a scientific experiment that goes horribly 
wrung (do scientific experiments ever go BIGHT 
in these game scenarios.') that triggers a second 
Ice Age and destroys the human race. So, cen- 




turies later a new civilisation emerges, travelling 
through the snowy wastes in giant trains 
between primitive shanty-towns, As the idealistic 
captain of Transarctica, the biggest train of the 
lot, the player's job is to find a way, as prophe- 
sied, to thaw out the planet and return it to its 
former glory Doing so means going up against 
the cynical power block of the Viking U nion, who 
like the planet the way it is - and so the scene is 
set for a bit of strategy and political intrigue, 
f re nch- style. Transarctica is due out in January at 
129.99. Just between us though, it's Bunny Bricks 
we're really waiting to see... 




STRIPTEASERS 



...Grandslam releases a bumper 
Amiga compilation at the end of 
this month, featuring no less than 
TEN of its old titles. The games on 
The Grandslam Collection are, in 
no particular order. The Hunt For 
Red October, England, The Flint- 
stones. Scramble Spirit, Leavin' 
Terramis, Trivia, The Running Man, 
Terry's Big Adventure, Terramex 
and Espionage. None of them are 
particularly outstanding, which 
probably explains why they've 
been collected together en masse 
here, but at £29.99 for the lot (for 
the less mathematically-inclined 
among you, that's just under three 
quid per game) no doubt some of 
you software skinflints will be 
splashing out... 



© 



..More compilation news, this 
time concerning yet another in 



a long line of football collections. 
Following in the tradition of Gas- 
coigne and _Lineker, England 
defender Stuart "Psycho" Pearce 
has this month lent his name to 
UbiSoft's soccer compendium, The 
Psycho Soccer Collection (yes, 
that's really what it's called) con- 
stitutes the weak International Soc- 
cer Challenge and World Champi- 
onship Soccer, and the rather 
better Manchester United and Kick 
Off 2. £30,99 is the asking price, 
but if there is anyone left in the 
world who doesn't already own a 
copy of Kick Off 2 in some form or 
another, we'll eat our pants... 

...News reaches us that Konami's 
Batman Returns adaptation is now 
in the capable hands of Denton 
Designs, and not Rage as original- 
ly reported, If memory serves, the 



development team haven't had 
anything out since Wreckers for 
Audiogenic, which was alright we 
suppose. Don't expect to see any- 
thing just yet - the first previews 
aren't due until Christmas, and the 
game's not expected to hit the 
shelves until well into 1993... 

...Meanwhile, we hear that David 
Braben's frontier may not make it 
out in time for Christmas. The 
finishing touches still being put to 
the long-awaited Elite sequel are 
taking slightly longer than expect- 
ed, and Konami has said that Jan- 
uary is now looking like a more 
realistic release date... 

...Commodore continues to drop 
prices in its Amiga range, this time 
with the CDTV. As of this month 
both the CDTV Starter Pack and 



the flashier Multimedia Pack are 
slashed by £100 to £399 and £499 
respectively. The move comes after 

the A600 was cut to £.299, and 
has been selling like hot cakes 
around the country ever since. 
CBM's obviously hoping that its 
slow-starting CD machine will ben- 
efit from a similar kick-start. So, as 
they say on TV, there's never been 
a better time to buy.., 

...Strange to see, is it not, that the 
blockbusting Patriot Games still 
hasn't been snapped up for Amiga 
conversion. It's about the only big 
movie of the year that's still wait- 
ing to be licenced, which is 
strange when you consider how 
well its plethora of action 
sequences could be adapted, if 
put in the right hands. Softcos, 
rectify the situation immediately... 
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(H.'RNALISTS see new titles evert 




week, earh i.iiH L (-laimint; lo he I he 



best nl ii's kind, to date. Yi'l at the recent 



European Computer Track' Shi 




tin" journalists themselves th 

be found .smEnrig the praises of one new 

title in particular - LEGENDS OF 



VfEK ('I- 



t 11 rpi trillion) »u"I IAN 





eYtrLimilinary." 



only scratch the 



surface, screenshots in magazines could 
BCVCf rid the astounding graphics justice 
(that's why you'll see none here). The 




«3^£ 



only way to really find out what all ihe 
fuss is about is to experience it for 
yourseLf, LEGENDS OF VALOUR ■ The 
Dawning will be available on Amiga, ST 
and PC very soon. 



Ask your retailer for more details or 



5.A.E, It) Danielle Woodyalt at I he 



address below lor an information park. 
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RECOMMENDED... 

It's frightening how many new games are released on Amiga each month. And it's even more frightening to consider how few of them 
are actually any good. So every issue we remove a little strife from your life, and present for you here, in easily-digestible form, what we 
believe to be the very finest pick of the latest crop... 
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TRODDLERS 
(Storm) 

Well, is it like Lemmings or 
not? It depends on who you 
speak to, but one thing's for 
sure, it's a Premier League 
game. Combining tradition- 
al puzzle and arcade ele- 
ments, it certainly sounds 
like Lemmings on tpaper - 
guide the hapless little men 
across tra ps and pitfalls to a 
safe haven - but in prat I 
is plays with a style and 
verve all of its own. If the 
only thing you use your 
brain for is to keep the top 
of your head caving in, this 
is not for you, but if you're 
after a mental challenge to 
keep you going into the 
small hours, you'll tove it. 
85% 



FIREFORCE 

(ICE) 

One of those games you'll 
either love or hate - and we 
love it. Sure, it lacks techni- 
cal sophistication. Sure, the 
graphics are nothing to 
shout about. But payability's 
where it counts, and Fire- 
force has got bundles of the 
stuff. Take your Green Beret 
hardmara through 12 mis- 
sions around the world, 
shooting down and blowing 
up everything in his path. A 
plethora of nice touches 
raise Fireforce above the 
usual shoot'em-up ranks, 
and anyone who isn't put off 
by its rather graphic por- 
trayal of violence will have a 
very merry time here. 
90% 



ZOOL 

(Gremlin) 

Sonic the Hedgehog? Chron- 
ic the Smedgebog more like. 
Zool makes no attempt to 
hide the fact that it's 
inspired 'by the Sega 
favourite - but it does every- 
thing bigger, better and 
brighter. One of the most 
chaotic and colourful plat- 
form games ever seen, Zool 
manages to retain its fine 
payability even at the ape* 
of its breakneck speed. Prob- 
ably not to everyone's taste 
(it's the sort of thing that 
gives parents migraines), but 
if you can stand the pace, 
there's little that can offer 
more in the way of high- 
speed thrills than this, 
87% 



ARCHER 

MACLEAN'S 
POOL 

(Virgin) 

The follow-up to the mega- 
selling Jimmy White's Whirl- 
wind Snooker, Archer 
Maclean's Pool uses the same 
jaw-dropping 3D graphic 
techniques to depict the 
action, but the game is, if 
anything, more playable this 
time, simply because Pool is 
more immediate, accessible 
and fun than Snooker. 
There's not really a great 
deal more to say, except that 
if you don't enjoy playing 
this, there must be some- 
thing fundamentally wrong 
with you. 
90% 



PUTTY 

(System 3) 

The weirdest thing we've 
seen since Wizkid, and one of 
the most playable too. Putty 
is like Rainbow Islands on 
acid, an incredibly frantic 
platform epic based around 
the upwardly-mobile exploits 
of a blob of Putty that can 
bounce, stretch and absorb 
his way around any game- 
play eventuality. Loads of 
levels, exquisite cartoon-style 
graphics and a cacophony of 
vibrant sampled sound from 
beginning to end makes 
Putty a supersonic assault on 
the senses that you won't 
want to let up for quite a 
while. It deserves to be a big 
hit. 
87% 
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FULL- PRICE TOP 40 

ZOOL (Gremlin) 
BEAST III (Psygnosis) 
SENSIBLE SOCCER (Renegade) 
PGA TOUR GOLF 
(Electronic Arts) 
JIMMY WHITE'S WHIRLWIND 
SNOOKER (Virgin} 
LEGEND OF ISHAR (Silmarils) 
MANCHESTER UNITED EUROPE 
(Krisalis) 

OH NO! MORE LEMMINGS 
(Psygnosis} 

PREMIERE (Core Design) 
FORMULA ONE GRAND PRIX 
(Microprose) 

MONKEY ISLAND 2 (US Gold) 
LURE OF THE TEMPTRESS 
(Virgin) 

PROJECT X (Team 17) 
HOOK (Ocean) 
CIVILIZATION (Microprose) 
WIZKID (Ocean) 
FIRE ft ICE (Renegade) 
SPACE CRUSADE (Gremlin) 
LOTUS 2 (Gremlin) 
BEHOLDER 2 (US Gai.tr) 
THE GAMES ESPANA 92 
(Ocean) 
12 EPIC (Ocean) 



23 ROBOCOP 3 (Ocean) 

24 PRO TENNIS TOUR 2 (UbiSoft) 

25 DYNA BLASTER (UbiSoft) 

26 R0H0C0D (Millennium) 

27 DARK QUEEN OF KRYNN (SSI) 

28 AIR SUPPORT (Psygnosis) 
2? ASHES OF EMPIRE (Mirage) 

30 KNIGHTS OF THE SKY 
(Microprose) 

31 DAS BOOT (Mindscape) 

32 MEGA5 PORTS (US Gold) 

33 STRIKER (Rage) 

34 THE MANAGER (US Gold) 

35 A320 AIRBUS (Thalion) 

36 THE PERFECT GENERAL 
(UbiSoft) 

37 CHAM PI ONSHIP MANAG E R 
(Domark) 

38 GRAHAM TAYLOR'S SOCCER 
CHALLENGE (Krisalis) 

39 SPECIAL FORCES (Mk ro pros e ) 

40 ALIEN BREED (Team 17) 



BUDGET TOP 20 

1 SUPER CARS 2 (GBH) 

2 FALCON (Action 16} 

3 PANZA KICK BOXING (Kixx) 

4 CAPTAIN DYNAMO 
(Code masters) 



5 
6 
7 

8 
9 

10 



12 



F-16 COMBAT PILOT (Action 16) 
PANG (The Hit Squad) 
BATMAN THE MOVIE 
(The Hit Squad) 
LOTUS (GBH) 
DIZZY PRINCE OF THE 
YOLKFOLK (Code masters) 
FANTASY WORLD DIZZY 
(Codemasters) 
TREASURE IS UNO DIZZY 
fCcidciiusters) 
JAMES POND (GBH) 



13 RAINBOW ISLANDS 
(The Hit Squad) 

14 BATTLE CHESS 
(Star Performers) 

15 JACK NICKLAUS GOLF (Khrjc) 

16 SWITCH BLADE II (GBH) 

17 NEW ZEALAND STORY 
(The Hit Squad) 

18 IK l (The Hit Squad) 

19 TURRICAN II (Kin) 

20 POPULOUS (Star Performers) 
The One's Amiga charts are provided by Hicratyte. 
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WE BUY AND SELL ALL 
TYPES OF SECONDHAND GAMES 

HUNDREDS OF TITLES IN STOCK FROM CXD TO NEW E.G.- 

RISKY WOODS, MONKEY ISLAND 2, ETC 

Phone Between Write to: SOFTSWAP 

6prn - 1 pm Weekdays ^^^ F.O. BOX 1 24 

^ 0732 872261 W? WESTMALUNG 

KENT ME 1 9 SfiN 
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THEY'RE BACK... 

with new skills, for a new world!!! 



* 12 Brand New Tribes of Lemmings, 

each with [heir own skills. 

* Skiers, Surfers, Balloonist*, Archers.. 

* 156 Brilliant VGA Colours 

* Hilarious Animation 

Fsygnosis Limited 

Stmch Harrington Building, Sefton Street, 

Liverpool L3 4BQ, United Kuvgttom. 




productioo designed by 
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* JS-Way Scrolling 

* Enhanced Sound Support with 

Digitised Lemming Voices, 

* Riveting game play & more! 



Tel: Q51-7W 5755 
Fax: 05 1-709-6466 
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LETTERS 




We haven't got much space this month so you'll have to go without the amusing intra 
and general self-congratulatory quips and write to: Letters, The One, Priory Court r 10> 
32 Farrtngdort Lane, London, EC1 3 All if you've got anything interesting to say. You 
can FAX us too, so all you Faxers dial 071 972 6701, 



MOVE OVER 

KILROY 

The question of game diffi- 
culties in last month's Let- 
ters pages certainly 
increased the volume of let- 
ters we've received over 
the past few weeks, so let's 
not hang about too long 
and dive straight in... 



Dear The One, 

Personally I find games, far too 
easy to complete, either that or 
they are too short and do no last 
very long. Midnight Resistance, 
Pang, Lotus 2, Switchblade 2 and 
Turrican 2 only lasted three days 
and Project-X was. beaten after just 
five days,. You don't believe me? 
Well, the end sequence has some 
explosions and rather nice music. 
A message says 'Try again without 
loosing a life'. 

The worst offender must be Bat- 



tle Squadron which took me only 
one day to complete. Only Popu- 
lous 2, Lemmings, SWIV and Rain- 
bow Islands have given me true 
value fgr money. The best thing 
that companies c^n do is provide 
difficulty settings, in the games. 
When 1 buy Zoel I will put the dif- 
ficulty to maximum and the lives 
and credits to minimum as this will 
be the only way I can have some 
challenge. 

Nathan White, 
West Midlands. 



cheats 

Now I don't mean the hidden 
cheats that get printed in maga- 
zines like yours but cheats that can 

be started from the main menu of 
the game itself. This way the not- 
so good games players could be 
catered for and as you learn more 
about the game you can ako up 
the difficulty yourself, increasing 
the game's Instability. 

Carl Surry, 
Barnet, Herts. 



STAR 



LETTER 



Dear The One, 

Last month the question of game difficulties was raised and I think 
that it's high time that somebody stood up for all us gamers. In my 
opinion I'm just an average game player, so I do not expect to be 
able to complete a game which I buy for upwards of £25 99 in a 
short space of time. Another World was an exceptional piece of 
software, granted, but at the end of the day all it boiled down to 
was a couple of days play [although admittedly that's twice as many 
as 'Epic'). 

in games the player should be guided through levels increasing 
in difficulty until real talent is required to progress any further. 
Games such as the original Lemmings, Populous and Eye of the 
Beholder were fine examples of this. Of course there will always be 
an end to a game - it has to come somewhere - but if software hous- 
es think they can keep fobbing us off with poorly-designed prod- 
ucts then they have got another thing coming, 

The games which have no specific 'end' (Sensible Soccer, F1 GP r etc.) 
offer the best value for money around and I think that more open- 
ended games like this should be produced, £3 5.99 for at least a good 
year's play offers far more value than £25.99 for a week's play, 

In future I think I will stick to these simulation games because of 
their variation, longevity and fun. 

Stewart Wicks, 
Aberdeen, 

Well, Stuart, yours was the only letter that offered a suitable alter- 
native to easy/hard games and so you qualify for a free piece of soft- 
ware. If you could let us know whether you want Another World or 

Epic within the next few weeks we'd be grateful. (Only joking.} 



Dear The One, 

In my opinion games are too hard. 
I consider myself to be a fairly 
average game player but some 
games |ust start at an impossible 
difficulty level and get harder. 
After a very short time frustration 
makes you stick the game at the 
back of the shelf, never to be 
played again - £30 down the drain. 
I must admit that such games are 
not that common but there are 
enough of them to make it a wor- 
rying trend. 

A more common prohlcm with 
games is the difficulty of the end- 
of-level guardians rather than the 
levels themselves. A good example 
of this is Rainbow Islands and 
Parasol Stars - two games in my 
top ten of games. In my opinion 
guardians should be in a game to 
(a) let you know that you've com- 
pleted the level and (b) to leave 
behind lots of points and power- 
ups once they are killed. They are 
not there to slow the game down 
or to use up all your lives trying to 
kill them. I can get as far as Level 
Three in Rainbow Islands and Level 
Four in Paiasol Stars. When you 
consider the amount of those 
games that I'll never see you can 
understand why I'd favour built-in 



Dear The One, 

I have owned my Amiga for near- 
ly two years now and of the games 
brought in the past year I have 
completed 80% of them, most 
within the first few weeks, I feel 
that although the majority of 
games have certainly improved 
graphically and sonically I wonder 
whether some companies are per- 
haps more interested in a game's 
looks and not its lastability. I still 
find 'old' games such as Xenon 2 
and Rainbow Islands a challenge 
whereas the new games (such as 
Myth, Guy Spy and The Addams 
Family) are far too easy and I com- 
pleted them within a few weeks, 
I know I might be going on a bit 
(Zzzzz! What 7 - Ed } but I feel that 
sire is important, Games like Hook 
and Guy Spy, which are by no 
means terrible, suffer due to their 
diminutive size. Others such as 
Monkey Island 2. Premier and 
Harlequin gain marks because of 
their size which permits far more 
scope and 1 variety. I would forgive 
an easy game (even Another 
World) if only it was bigger. 

Nick Turk, 
Kent. 
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Letters 



SHADY 
GOINGS ON 



Dear The One, 

Please can you help me. 1 have just 
exchanged my Megadrive for an 
Amiga 1 500 with Over 200 games. I 
have It Came from the Desert and 
Monkey Island, both without manu- 
als. Please could you let me know 
where I can get the manuals from. 

Jason, 
London. 

Welt, this all sounds a bit fishy to me. 
If you realty have got over 200 games 
then I'd say that most of them are 
pirated - especially as you say you 
have no manuals for them. The ONLY 
way to obtain the official documen- 
tation for ail games is to buy the orig- 
inal which I really think you should 
consider. 




THE PIRACY 
PROBLEM 



Dear The One, 

It does NOT MATTER how many 
times people in the business decry 
piracy, it comes down to the same 
old thing. 

Problem: Games cost too much 
resulting in piracy 
Solution: Reduce the price of games 
There is MO other solution that can 
stop piracy and it is naive to believe 
anything else, if games companies 
are making enough money to con- 
tinue »n business without acting 
positively to stop piracy then you 
can only conclude that they are not 
being adversely ^fected all that 
much by it. 

The movement of programmers 
away from computers to games 
consoles is inevitable as that mar- 
ket is growing most rapidly. When 
the market for consoles has 
matured it too will cease to be 
more attractive to programmers 
and new formats will undoubtedly 
become the magnets to games 
designers. 

Carol Hunter, 
Middlesex. 



P.S. Has anyone, anywhere ever 
completed Rocket Ranger? If so, 
please tell me how. 



BETTER THAN 
AVERAGE 



Dear The One, 

Thanks for a brill magazine - keep up 
the good work (Aw, shucks ■ Ed.). 
The reason for my letter is to ask 
why your overall percentage irviik 
isn't an average of all the other 
marks. Surely this would give a fair- 
er view of the reviewed game. For 
example, in last month's mag you 
gave Pool 9G% although its average 
score would have been S6.2S% 
which is high enough without leav- 
ing yourselves Open to criticism 
when, in the future, better games 
will still be under the magic 100% 
mark. 

In the October issue when com- 
paring the Overall scores with the 
average scores all the game per- 
centages would have been similar 
except for Fireforce (Overall 90%, 
average 83%, which accounts for 
the crape y graphics - unacceptable 
on the Amiga). Nova 9 and Match ol 



the Pay have almost exactly the 
same Overall and average (59 & 
59.75 and 66 & 66.5 respectively) 
which gives a fairer impression. 
What are your thoughts? 

John Alfred 
Hyde, Cheshire 

We think it woufd be unfair to intro- 
duce average marks simply because if 
a game plays exceptionally well but 
has only okay-ish graph* i then over- 
all it would end up being rated tower 
than perhaps it should be. We have 
enough problems working out 
whether we've got enough enough 
money for beer at the end of the day, 
let atone alt this 'average' business. 
Don't you think we work hard enough 
as ft .is? 



SOCCER SILLIES 



Dear The One, 

Wow. Sensi-Soccer 2, already! What 
fantastic news' l have a few ideas 
which I think should be implement- 
ed which I would be grateful if you 
would pass on to the boys at Sensi- 
ble Software. 

First of all there should be a man- 
agerial aspect to the game where 
you can play Graham Taylor, chop- 
ping and changing the England side 
in the run-up to the World Cup until 
the team looks a vegetable patch. 

Unemployed Saint and Greavsie 
should be seen wandering around 
the side of the pitch collecting litter 
and scraping around in the bins for 
food. Before the match dancers 
could come on and perform the fan- 



tastic BSKYB 'Alive and Kicking' 
dance whilst desperately trying to 
smile during the torrential rain. Oh, 
and of course, QPR should be invin- 
cible. 

Stephen Paul, 
Hayes. 

There's a couple of good ideas in there 
(especially the QPR bit) and we 'If cer- 
tainly pass the letter on to Sensible, 
What do other readers think? Is there 
a feature that you think should he 
included in any sequel, be it in the 
pipeline or not? Let us know and you 
could win some groovy software. 



HAAAAM... 



Dear Sarge, 

I had a £200 debt and was in quite 
a bit of trouble. My brother was 
really upset about my problem so he 
sold all his games for around £&0 to 
help me out. He now has no games 
and is very upset. He showed me 
reviews of Sensible Soccer, Lotus 2 
and Microprose F16P. I think the 
software would be a great way of 
saying "Thank you". 

Nuala McLoughlin, 
Co. Kilkenny. 

Dear Woa/a, 

Well, it shows that you haven't been 
doing~yQvr homework, doesn't it? I 
think you should keep up to date with 
alt the changes in the magazine (like 
no more Sergeant Software, for 
starters) before you write scrounging 
letters to us. 

The One, London, 



JUST A COUPLE OF POINTS... 

Douglas Miller from Ayrshire has also experienced the F1/A60G problem (see last 
issue). If the "Not enough RAM" message pops up then try disconnecting all 
peripherals (disk drives, printers etc.), he suggests. 

Peter Brown from Newmachar would like to know whether it's possible to 
exchange his Workbench 13 Amiga for a 1.2! We'd like to know why anybody 
would want to, 

Miserable' James Rogers from Farnborough has broken his Waggle-O-Mania disk 
and would like some free software to make up for itl Blimey, you don't want 
much, do you? Wadda ya think we are - made of games? 

All The One team would just like to say that to even stand a chance of qualify- 
for freebies in return for a letter we expect more than just a -few random 
squiggles with a 'Can I have Zool, please' stuck at the end of it. Remember, asl 
n't get, apparently. 
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FIREFORCE 

TWELVE 

HUGE 

THRILLING 

MISSIONS 



- Join the ELITE lighting force of the fearless 

- exciting missions across different TERRAIN 

- choose from a huge ARSENAL of weapons 

- MK 16's, AK47 i s 1 grenades, knives and more 

- you provide skill, stamina'and REFLEXES 
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PROJECT: Streetfighter 2 

PUBLISHER: U.S. Gold 

DEVELOPER: Tony Bickley (Producer) 

Creative Materials - 

Gordon Thong (Programmer) 

Adam Steele (Artist) 

Michael Guy (Artist) / 

INITIATED: April 1992 



To the.unmitiated it's hard to see why Street- 
fighter 2 has become quite the game-play- 
ing phenomenon that it is. After all, it's sim- 
ply a beat'em-up with flashy graphics, 
right 1 Wrong. The arcade machine has been 
packing in the punters because of its innovative six-but- 
ton control extreme violence quotient and 'extra touch- 
es' such as the special moves (including the infamous 
Dragon Punch). People spend literally weeks at s time 
learning the different character's strengths and weak- 
nesses, eventually becoming so proficient that they can 
perform the 'Hundred Hand Slap' in their sleep {and 
as such wake up with extremely bruised parts of 
their anatomy). 

When I first heard that Streetfighter 2 had 
arrived in the local arcade I popped out 
one lunchtime to see what all the fuss was 
about, Three days later I returned back 
down to The One haggard and physically 
exhausted (and really rather smelly). There 
was a lot more to it than I had ever imagined. Apart 
from being a simple beat- J em-up with endless thrash- 

Street 



Fighting 
Years 

The sensation that's sweeping the nation will shortly 
be arriving on your Amiga. Expectations are running 
high and there's a wealth of fighters simply dying to 
try their strength in the ultimate street-brawl. We've 
received so many phonecalls this month that we've had 
to send Simon Byron off to find out exactly how things 
are shaping up. So then, "can you do the Dragon Punch 
or what?" 





■ 



ing on the buttons there is a certain amount of 'strate- 
gy" (for want of a better word)., with all manner of sit- 
uations requiring different tactical play. 

Whilst playing against the really hard blokes who 
practically live in the arcade I found myself more often 
than not being backed into a corner having the brown 
stuff beaten out of me. It was only after some of the 
more sociable chaps pointed out the games intricacies 
that I found out what to do when, and not just ran- 
domly bash on the fire buttons in no particular order. 

Converting, this game is a not job for the faint-heart- 
ed and Creative Materials have been chosen to perform 
what, at first glance, seems like the impossible. With a 
proven track record including Final Fight and The God- 
father, Streetfighter 2 certainly is in capable hands. We 
spoke to Tony Giekley, product manager at USG, about 
how it's alt going, 

Rather than being slightly wary of the project 
Tony is loving every minute of it as he's a huge 
Streetfighter 2 fan: "Unlike most beat-'em-ups it's 
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^DOi>0^>5^^0COC^;leTiyI^ , V'A^IT^J^'-: original's features as possible. How much heip had the «ggyAJ.»ffifc^ 

programming team had from Capcom r the designer? of 
Streetfighter 2? "We were basically only supplied with 
an arcade ROM board so we've had to rely heavily on 
the fact that our boys are experts at Streetfighter 2. In 
fact, it's got so bad that we've had to ban them from 
playing it any more," laughs Tony. "Although the board 
contained all the code we've had to break that down 
ourselves - an operation known as 'Reverse Engineer- 
ing' • which took our guys a solid week to do. After all 
that it was a case of on-going tweaks during develop- 
ment to make sure thai the programmers' interpretation 
of the game was exactly how we wanted it to play". 

The entire game is currently just over two megabytes 
big, a figure that's still rising. The graphics are obvious- 
ly an extremely memory-intensive portion of Street- 
fighter 2 and although they are not as colourful its 
arcade parent (due to the fact that the Amiga's sprites 
are drawn in 32 colours as opposed to the 256 of the 
very easy to play and it's immensely instinctive - if you coin-op), they certainly look remarkably similar, If you 
want a move you can access it straight away knowing asked Tony to describe the graphics he'd respond with 
exactly what will! happen on-screen, rather than just wig- one word "Awesome", but then he's bound to. isn't he? 




i»nf£riSft* 



Although the backgrounds aren't animated, there's no 
denying that they look almost identical to the coin-op 
with all the locations from the original arc tide version 
represented in all thsir glory. A chance to brush up on 
the old geography, methinks! 



gling the joystick and pressing but- 
tons. And this is something that we 
feel it's critical to get into the floppy 
versions. The Artificial Intelligence of 
the opponents plays an important 
part as well - it's certainly not the 
'learn one move to beat a particular 
opponent' situation. There is a choice 
of moves which can not only be used 
to beat them, they can - and certain- 
ly will - use them to beat you", 

Obviously with a coin-op conver- 
sion it's vital to include as much of the 



"I sincerely 

think that this is 

going to be the 

best beat- 'em- up 

ever!" 

Tony Bickley 
Streetfighter 1 Producer, 



Converting the sprites was a mam- 
moth task in itself. When you consid- 
er that there are over 223 individual 
frames of animation for every charac 
ter (which works out at at least 2 676 
frames in all), you'll appreciate that the 
two artists have certainly had their 
work cut out. The characters are equal- 
ly as large on the Amiga screen as on 
the original, with each made up of a 
number of sprites, each representing 
different parts of the body, cut and 
pasted on the play-area to give the 




Well ard! 



A quiet stroll down the street will 
reveal a whole range of tasty geezers 
and geezettes. Lets take a look at 
who they are and what they'll hit 
you with... 
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BLANK A ► 

The monster of the street, 
Blanka possess the rather 
unique ability to electrify his 
skin. He can also jump onto 
an unsuspecting opponent 
and bite at their face. 




BISON 




VEGA 




< CHUN LI 

This sleek-n'-soty fighter 
packs a mean kick as well as 
good looks, She often 
stands on one leg arte* lash? 
out with dazzling speed and 
can also perform the spec- 
tacular spinning-bird kick. 
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Left and b*low) 

Whilst Chun Li may be art extremely 
Attractive young lady, she can ceta in- 
ly hold her awn when it carries to 
fighting. Ke-n is no push-over either 
and th* two of them ar* currently 
debating who's the toughest as we 
tp«*k. The actual characters ar* mov- 
ing only slightly slower than the 
arcade's - quite an achievement 
i«h*n you consider the six* of the 
huge sprites. 




impression of movement. 

Unfortunately the parallax, and the background ani- 
mations have had to be onrntted to keep the game run- 
ning at a near-arcade rate, hut these effects were only 
superfluous anyway and will hardly detract from the 
gameplay. Miost of the sound effects have been direct- 
ly digitised from the coin-op, including the speech, and 
Creative ar* desperately trying to cram as many of these 
effects as possible into the final version. AH this comes 
with a price, though, and the game will unfortunately 
be one megabyte only. Even so, you could still pick up a 
meg expansion and a copy of the game for less than the 
SNES version, which is retailing at a pricey £6S compared 
to £2 7.99 for the Amiga. 

The ultimate test of the game will be when an expe- 
rienced 'Fighter player comes along and plays the Amiga 
version for the first time. Tony is confident that most 
players will feel at ease with one of the three control 
methods, provided in the game. "Provided the player has 
a two-button joystick the control method will be almost 
identical. If he doesn't have access to a joy pad or what- 
ever then they'll have to take a look, at what we've imple- 
mented for the other two methods", 

A long time was spent deliberating over the way the 
player would command his character and Tony's happy 
with what they've come up with. Basically, the other two 
methods are based around the keyboard and joystick 
or just the joystick on its own. "We decided to include 
a choke of controls because there are several people 
who prefer different methods and we didn't want to 
force players have to use something that they don't feel 
comfortable with. For a person with a joystick that he 
prefers to hold in his hand we have selected four punch- 
es and four kicks as well as the special moves which will 
he accessible from the joystick alone. 




(Topi A Dragon Punch certainly wouldn't go a miss here 
as Ken find i, himself in all sorts of trouble. 
(Above) One of Chun Li's special moves is this super- 
tough kick which produces a tiatrlinq graphical effect 
as well as a few sore heads, Ken if currently blocking 
the deadly move so if he ii ".truck thi-n the blow will do 
far less damage than it would have done, 




< E. HONDA 

Not a motorbike but, in 
fact, a large sumo wrestler. 
He may be big but he's cer- 
tainly no lard ball and will 
'hundred- hand slap' any- 
body who says otherwise. 



4 RYU 

Kcnpo and Karate is the name of his game. 
One of the hardest humans in Streetfight- 
er 1 he can perform the Dragon Punch and 
the Hurricane Punch at the drop of a hat. 



▼ GUILE 

An cx-airforce soldier who 
is a master of tomb.it 
karate. He packs a mean 
somersault kick which is 
hard to avoid and is capable 
of hurting a few energy bolts 
hero and there. 
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< DHALSIM 

A frightening master of voodoo who can 
stretch his limbs to inhuman lengths to 
give you a whack even when he's over the 
other tide of the screen. If that wasn't 
enough he also breathes fire. 
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▲ ZANGIEF 

This Russian fighter has the most 
powerful mo we in the game at his 
disposal • the spinning pile-driver 
- and if that doesn't get you then 
the devastating Lariat Punch sure- 
ly will. 



4 KEN 

Super-tough Ken has survived from 
the original Streetfighter game and 



greater variety of opponents. He 
is a master of the infamous Drag- i 
on Punch and and Cyclone Kick. I 27 
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"Moving in any of the forward directions and press- 
ing the fire button will make the character punch, whilst 
a backward joystick movement with the fire button will 
select one of the kicks. Up and down with the fire but- 
ton will produce different actions according to the char- 
acter being played. Blanka and Chun 
Li stand on one leg and kick straight 
up in the air so it makes sense to 
make the up and fire a 'kick' for 
them. Ken and Ryu, however, both 
have a massive upward punch so the 
up and fire will be a punch for them. 
The Dragon Punch, performed by 
Ryu and Ken, would be called up by 
first moving down then up and fire 
all in quick succession. 

"Alternatively if you are prepared 
to use the keyboard as wed as the 
joystick, then the final method 
involves using the keyboard as an ■"■ 
extra fire button, doubling the amount of kicks and 
punches that the player can perform. Some characters 
have two- special moves whilst others have three and 
they're all going to be present in the game, with the con- 
trol mapped as closely as possible to the coin-Op. 

"Apart from the parrala* and the animated backdrops, 
the only other thing missing from the Amiga that 
appears on the arcade machine will be a certain amount 
of moves in the joystick-only mode. Whereas on the coin- 
op you can perform three different speed kicks or punch- 
es for each height with each move inflicting a different 
amount of damage to the opponent, we have had to 
pick the best of the bunch, for the sake of simplicity. The 
proximity moves, performed when the two charac- 
ters are near to each other, are all m with no prob- 
lems. The bonus levels (where you have to kick a 



"The Artificial 

Intelligence of 

the opponents 

plays an important 

part as well, it's 

certainly not the 

'learn one move to 

beat a particular 

opponent' 

situation" 

Tony Bicklcy 
5treetfighter 2 Producer. 




YOU may well be wondering why Chun Li and Ken are 

appearing so frequently among these pages. The reason 
for this is that they re currently still testing the game- 
play and making sure- all the controls feel' right. 
Blimey, you lot don't half go on, don't youT 



(Below) Just tar a change we've lined up the two fight- 
erf in another action-packed pose, this time in Russia. 
Say cheese! 





car to bits, kick some barrels and avoid the burning bar- 
rels) have all been included as well. 

"To be honest I'm well pleased with how it's going", 
enthuses Tony. Whilst many may see these possible 
compromises as a drawback, there's a strong argument 
that the joystick-only mode will make the game slight- 
ly more easier and accessible to play. If you want a sim- 
ple forward kick you got it. as the Burger King staff will 
readily tell you. without the need to fumble with the 
keys 

"The biggest problem has been the sheer technical 
aspect of getting a massive game like this into home 
comtputer size." bemoans Tony. "We're converting 
Streetfighter 2 to almost everything from the Amiga 
right down to the Spectrum which is scary. As I've said 
we've got twelve characters each with at least 223 
frames of animation and eight backgrounds which is an 
enormous amount of graphics to be manipulating but 
I sincerely think that the job we've done will ensure thai 
this is going to be the best beat-'em-up ever!" 

Finally, and in a desperate attempt to obtain some 
'Top Tips' so that I could beat everybody else when the 
game final arrives, I asked Tony who his favourite char- 
acter is. "I always play Chun Li because she's got good 
legs [?)", he replied rather unhelpfully. Unimpressed 
with his distinctly sexist comments I did the Dragon 
Punch on him to teach him not to be so rude in the 
future. Tony wasn't shaken and after attempting a mean 
Cyclone Kick the whole interview turned into a violent 
and messy brawl (which I won, by the way). Street- 
fighter 2 will be bursting onto a shelf near you very 
shortly and with a little luck we should be bringing you 
the fully low-down next issue. Mow please stop ring- 
ing us up, will you? 

(Above Left) Another of 
Chun Li's special 
moves. The Spinning 
Bird Kick is a rock-hard 
attack which requires 
Miss Li to stand on her 
hands whilst rotating 
her legs. Although it 
might not the most 
lady-like of mows it 
sure does the business 



(Left) The actual back- 
drops are two Amiga 
I screen* long and will 
horizontally scroll dur- 
ing each fight. 
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I know what you're thinking: "A 
conversion of a comple* PC 3D 
game... Hmmm that's going lo 
be really fast." But let me put 
your minds at ease. The team cod- 
ing Gunship 2000 are the very same 
guys who brought us Knights Of The 
Sky. a PC conversion itself, and one 
of (if not the) best flight simulations 
ever to be released on the Amiga. 
That out of the way, then, let us pro- 
ceed 

The team's main goal is to make 
the Amiga version of Gunship 2000 
as good as, if not better than, the PC 
one • a formidable task considering 
the hgmble Amiga's capabilities. The 
biggest problem, of course, is keep- 
ing the whole game moving at a rea- 
sonable speed and much of their 
time has been spent receding the 
graphics engine from scratch. One 
advantage of rewritingthe game (as 
opposed to recycling whole chunks 
of the original PC code) is that the 
team have been able to enhance cer- 
tain game aspects and 'borrow' 
ideas from the PC's recently-upgrad- 
ed Gunship 2000- V2.0. 

Gunship 2000 is currently running 
at between five and ten frames a 
second, which is fairly impressive to 
say the least, and the improvements 
over the PC original are numerous, 
as Kevin explains. "The crew mem- 
bers and commanders of the other 
helicopters that you fly with have 
had their logic improved so that 
they react more realistically. The arti- 
ficial intelligence of the enemy has 
also been tweaked so that they too 
act more logically to various situa- 
tions. We are also currently worki rig 
on the actual landing of the heli- 
copter so that it will be possible 
to land on suitable hills at the 
correct angles ■ just as you can 




The ship of 



With Thunderhawk currently holding the 
'Most Accessible And Enjoyable Helicopter 
Flight Sim' trophy, Microprose have decid- 
ed to act. Their next foray into the skies 
is Gunship 2000, a conversion of the top 
PC game. Simon Byron takes it for a pre- 
launch spin... 



in real combat situations". 

Like Knights of the Sky, Gunship 
2000 will cater for inexperienced 
pilots with the option of an 'Easy 
flight' mode. You won't need to 
wade through a huge front end 
^although there'fa wealth of options 
and menus that alter any aspect of 
the simulation if you wish) and after 
only a few key presses you can be in 
the air. The controls are fairly simple, 
too, with a choke of the four main 
control methods (mouse, keyboard, 
digital joystick and even an analogue 
joystick) available at any time. 

There is a Strong 'personality' 
theme throughout the game and 
there are a number of people to iden- 
tify with and form a 'bond'. "At first 
you need to fly a number of solo mis- 
sions before you do actually fly with 
anybody", claims Kevin, "but after 
these battles have been successfully 
completed a squadron crew is intro- 
duced which you command and you 
can promote or award medals to the 
individuals as you see fit." 





There are t href detail Isvel options 
present in Gunship 2000 which alter 
the amount at polygons that the 
landscape is constructed of, More 
polygons means more detail and l*ss 
speed, and vice versa. Although the 

frame rat* on the maximum setting 
is not slow, th« lowest setting posi- 
tively flies by. 



The game contains a number of 

scenarios ("yes, including the usual 
Middle East ones) and they're hop- 
ing toTnclude some more unusual 
Polar and City-based missions, 
although these features cannot be 
guaranteed at the moment. Kevin 
makes no bones about the fact that 
Gunship 2000 is more strategy ori- 
entated than Thunderhawk. In this 
game you can give orders to the 
other five members in your squadron 
which they will follow as best they 
can so .it's possible to set complicat- 
ed traps and ambushes - something 
missing from Core's simulation, 

There are, at the moment, a total 
of six different helicopters to fly and 
each one handles slightly differently 
"Each helicopter has its own charac- 
teristics and will come complete with 
their own sound effects which will 
further enhance the feeling of indi- 
viduality. In real life every chopper 
has its own distinct sound which 
we're hoping to accurately translate, 
One helicopter may cut through the 
air w»th two blades, making a sort of 
a 'whooshing' noise (and, it has to 
be said, the accurate noise that Kevin 
then made with his mouth made me 
feel as if I was interviewing him in a 
Huey and I soon began to feel quite 
airsick] whereas other 'copters will 
make more of a 'thudding' sound." 

Microprose has built up a huge 
database of military information 
over the past few years and this was 
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Til* rolling landscape certainly Adds a degree of realism 
To Gunship 2000 and makes you appreciate just hqw 
empty' some previous flight-sims were, This process 
was originally pioneered gn the PC and therefore suited 

«nore to high- powered machines but the programming 
team have managed to keep the speed surprisingly fast 
on the Amiga. 




Gunship 2000 contains all the usual external views but 
Kevin has added an extra one. just for good measure. 
When you are locked qn to- an enemy the as yet 
unnamed view tracks the target, following just slightly 
behind. This means that when the enemy swoops and 
climbs, the camera will follow wherever the target 
moves, giving some pretty impressive shots - a bit like 
being on a roilercoaster, really. 



The display in the cockpit contains an excellent target camera which gives an 
accurate display of the enemy that is currently being aimed at. This can be 
turned on qr off and even the level of detail that the enemy is displayed in 
can be adjusted. 
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a great help to 'he programmers 
when trying to work out the differ- 
ent 'handling' of each chopper. 
"What we've basically done is study 
the text book delinitions of all the 
helicopters featured and implement 
ed the differences as best we could. 
There is, obviously, only so much 
each particular 'copter can carry and 
they all act differently when carrying 
various load?." 



The landscape is pretty unique 
and there is a fair amount of move- 
ment on the ground with enemy 
vehicles and trains ferrying to and 
fro. Although the game slows down 
slightly when there is a fair amount 
of action, Kevin is confident that the 
number of detail levels will strike a 
happy balance between graphics and 
speed. "There are different options 
for both scenery and object detail 



contains a smoothly scrolling land- 
scape which gradually gains and 
loses height over the varying dips 
and bumps. You may not actually 
think you're losing height while 
you're flying level but your altitude 
is changing all the time over the dif- 
ferent heights of the ground. So 
rather than a flat landscape with 
objects plonked on it. what you get 
here is a realistic undulating terrain.' 




"You need a sense of achievement 
when you've finally downed an enemy 
in a dogfight but it doesn't necessarily 

mean the game needs to be really 
difficult {and frustrating). 1 



rr 



Kevin Huckner 
Gunship 3000 Programmer 



The number of external views are, lfj 
nothing else, useful for fully appreci- 
ating the rolling landscape effect. 
Whilst it is theoretically possible to 
fly the helicopter from these views it 

is unadvisable due to the lack of 
instruments and general information 
found in the cockpit, 



and the whole program is adjustable 
right down to the camera detail on 
the control panel." comments Kevin. 
"We're hoping that most people will 
be able to find an acceptable con- 
figuration that will optimise their 
enjoyment of the game 

"The actual terrain is fairly differ- 
ent to most that you'll come across 
in 'ordinary' simulations in that it's a 
kind of 'rolling landscape'. That 
means that instead of the situation 
in, say. Knights of the Sky where you 
had a flat landscape with a couple of 
hills here and there, Gunship 2000 



Although much has been said 
about the rather unique 'mission 
builder' which would have allowed 
complete and unique missions to be 
generated from scratch, Kevin thinks 
that, unfortunately, this feature will 
not be included in the final version 
before its release in time for Christ- 
mas as there simply isn't enough 
time. However, it may make it to the 
possible sequel. The Automatic-Pilot 
facility has been successfully imple- 
mented, though, which means that 
you can just set your destination and 
watch the baby fly itself. There may 



not be quite enough time to pop out 
and make a cup of tea though, as 
control will be automatically 
switched back fo manual if any 

enemy threat is sensed with an audi- 
ble warning to further alert the play- 
er. There is also a rather neat 'Terrain 
Dodging' feature which will, when 
activated, automatically maintain 
your height over the mountains." 

<evm is satisfied that Gunship 
2000 will blow all other helicopter 
flight simulations out of the skies. 
"At the end of the day, what we 
have tried to do is make the game 
essentially fun. We don't want to 
make it one-hundred percent realis- 
tic and we don't want people to get 
shot out of the sky as soon as they 
take of I, You need a sense of 
achievement when you've finally 
downed an enemy in a dogfight but 
it doesn't necessarily mean the game 
needs to be really difficult (and frus- 
trating). That's not to say that the 
game will be easy, though..." 

The fine job that the program- 
ming team have done is evident 
when comparing the Amiga version 
to the PC. The game is running at 
almost the same speed and the 
enhancements found in Gunship 
2000 on the Amiga (that are only 
present in the PCs sequel) will make 
this first foreray into the Gunship 
world an even better one for us 
than those boring IBM people 
experienced. 
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Deep in darkest Derby, 
preparations are 
underway to shake up 
the isometric- 3D 
adventure genre with 
Darkmere. Billed as 
the game "Cadaver 
wasn't", Arcane 
Developments intend 
to inject new life into 
old Ultimate-style 
game pf ay. Simon 
Byron took an Interci- 
ty trip up to meet the 
men behind the 
legend that will, in 
time, become 
Darkmere. 
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Deep in th* heart of the Ore Caverns Ebryn finds himself in yet another brawl. The programming team 
ar* hoping to include flickering flames in the pit down below to give a real feeling of depth to the 
chasms. Ebryn can perform three attacking moves and on* defensive move so there is a fair bit more to 
to combat than just stabbing at the * irebutton. The two energy bar* on either side of the screen show 
that the pair are fairly evenly matched at this stage so there il a lot of fighting work to be done here. 



The idea for Darkmere has been 
floating around for a couple of 
years now, although the game 
has only really been in development 
for eight months. 

In essence it's an arcade adventure 
mixed with RPG elements, set in a 
medieval fantasy world. The Dark- 
mere of the title is a malevolent 
black cloud which, for some strange 
reason, acts as a magnet for evil. As 
the cloud drifts across the country- 
side it attracts all the scum < thieves, 
brigands and, worst of all, ores - 
leaving a trail of destruction in its 
wake, The King of this fantasy realm, 
who is naturally not too chuffed at 
all this mayhem upsetting his civil- 
ians, sends his only son Ebryn to sort 
out the fearsome fog. 

Possessing only an Elven sword, 
which glows whenever an enemy is 
approaching, and a magical crystal 
from which help can be summoned 
five times during the game, the play- 
er must guide Ebryn through myste- 
rious locations and solve fiendish 
puzzles in an effort to eventually rid 
the kingdom of the Darkmere. 

Mark Jones, the game's designer, 
came up with the original storyline 
^hich, as he freely admits, has been 
influenced by The Hobbit and 
similar books. He wanted to cre- 



ate a believable, life-like Middle 
Earth-ish world which would draw- 
players in and capture their imagi- 
nations. Whilst looking a touch like 
Cadaver, the boys stress that this 
game is far more involved. "There 
was just too much time spent aim- 
lessly wandering around in Cadav- 
er", reckons Steve. "There was no 
interaction with other char- 
acters and the action was 
not as 'fighting '-based 
as Darkmere can be. 
Our game is "far. 
more visually excit- 
ing with every 
screen having 
animated back- 
grounds, things 
which will help 
hold the atten- 
tion of the play- 
er". 

The isometric- 
3D genre has 
become some- 
what stale 
recently. The last 
decent game of 
this type on the 
Amiga was Ocean's 
Head Over Heels, which 
was immensely popular 
even if the puzzles and story 



line were decidedly 'eighties'. Nos- 
talgia probably had a lot to do with 
its success, reminding all the older 
gamers of those hazy days when 
Ultimate ruled 
and games 
such 



as Knightlore were king, Whilsl 
there's no denying the excellence of 
the old 8- bit isometrics, they proba- 
bly wouldn't stand up too well in 

today's market- Play 
Maenad ers have 




Combat ii 
an important 
aspect of the 
game and here Etaryn 
it thrashing around with 
his magic Eleven sword. 
Vultures swoop from the skies to 
pick loose pieces of flesh from the 
bodies of slain characters. 
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become more sophisticated and 
demand more complexity and depth 
in their garnes. 

Darkmere's designer? intend to 
improve upon the typical 'pick up 
vase., move to another location, place 
the vase on a block, etc. etc' puzzle 
by introducing a far more interactive 
style of play. As Mark explains, 

"All these sound 

effects should 

actually spook 

the player and 

really draw them 

into the game 
and, coupled with 

the actual 

gamepJay, make it 

far more realistic 

than similar 

games we've 

seen." 

Mark Jones 
Darkmere Designer 



"Darkmere can be played in two 
ways, with the emphasis either on 
traditional adventuring or on com- 
bat. The balance is up to you. For 
example, in one puzzle you need to 
take some meat to a certain charac- 
ter. Meat can either be obtained by 
killing rabbits or by purchasing it 
from somewhere, which will 1 obvi- 



ously involve obtaining money either 
by robbing or stealing. 

'These missions often don't turn 
out to be straightforward and it is 
this, mesh of sub-plots that, we think, 
will make Darkmere a joy to play. 
What we've aHo tried to do is make 
sure that every puzzle is solvable in 
two ways or m a combination of the 



two styles. Although there are peo- 
ple that you've got to kill and puz- 
zles you need to use your brain on, 
we've tried to make the game as 
flexible to your own particular play- 
ing style as possible." 

The game begins with Ebryn in 
the middle of a village, his task 
ahead unknown, There are three 




These shots show a number of vari- 
ous items and furniture that will be 
found in the locations of Dark mere - 
The graphics are all drawn in 12- 
colour made and the use of shading 
to indicate the lights reflecting off 
the polished wood and so on 
makes the game look exactly 
ike a graphic navel. 
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main areas of 
play, the afore- 
mention e d 
village,, a for- 
h est and final- 
ly Ore Cav- 
erns, each 
containing over 
150 isometric- 3D 
locations. The villagers are 
a mixed bunch r some helpful, oth- 
ers just plain mad, and it is via con- 
versation with them that the varices 
sub-missions are revealed. Convet- 
sations are initiated by selecting a 
J topic' to talk about from a menu. At 
first the player only knows three top- 
ics - Ores, Darkmere and Malthar (an 
old magician friend of the King's 
who will offer help when found) - 
but once conversations are started 
key words in the responses will be 
added to the topics menu and can 
be talked about further. 

It is the graphics and more specif- 
ically the sound in Darkmere which 
will impress most people. There are 
sounds effects for most situations - 
winds howl, waterfalls roar, chairs 
squeak, music plays, the list is 
almost endless. Arcane believe that 
sound is an often overlooked aspect 
of games but Darkmere contains 
over lOQK's worth of sampled sound 
in each level, If the player is a few 
screens from a fight or an attack 
then the sound of screaming will at 
first be very quiet, building up until, 
when only one screen away, the 
effect is at full volume. 

Although there is no actual 
speech in the game, audible mur- 
muring can be heard in the many 
public houses in the village. "Unfor- 
tunately there was just no memory 
left fgr speech", explains Mark. "The 
game is already packed to the brim 
with graphics and sound to convey 
the atmosphere we want. Cobbled 
streets will echo and bar signs will 
blow in the wind with an eerie creak' 
ing sound. All these sound effects 




"Although there 
are people that 
you've got to kill 
and puzzles you 
need to use your 
brain on, we've 
tried to make the 
game as flexible 
to your own par- 
ticular playing 
style as 
possible." 
Mark Jones 
Darkmere Designer 

should actually spook the player 
and really draw them into the game 
and, coupled with the actual game- 
play, make it far more realistic than 
similar games we've seen. 

"All these RPG's are very well as 
far as they go but who actually goes 
up to somebody and, having decid- 



( Below) We find ourselves in one of the more happier locations in the 
game, the Waterfall, Birds tweet, the waterfall gushes and generally this 
part of the forest look.*, like the idt.il place to stop for a quick rest and 
maybe a spot of skinny dipping. 
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ed to fight them, throws a dice to 
see who wins? It's ridiculous! Our 
system actually relies on proper 
fighting moves. The energy of both 
characters involved m the dispute are 
displayed on-screen so you can 
decide whether it's worth taking the 
risk and fighting or accepting the 
easy way out and running for it". 

The graphics are exceptional and 
the tmy animations of all the various. 
backgrounds amazing. The images 
really do 'eel dark and moody and it 
is quite impiring to see programmers 
taking such a 'realistic" attitude 
towards the artistry instead of opt- 
ing for a more comical styJe of 
graphics which, although fine in their 
place, would certainly not belong in 
the seedy world of Darkmere. 

All is not dark and depressing, 
though, as there are quite a few m- 
jokes for RPG fans (for example, one 
of the pubs is called the 'Tolk Inn', 
geddit?} and the game contains a 
lair amount of humour within the 
characters. There is an extremely 
scatter-brained old lady who'll 
spouts rubbish all the time whilst 
swinging on her rocking chair and a 
weapons enthusiast who sits on a 
bridge all day talking about nothing 
but swords and shields. 

Mark is really happy with the way 
the game has progressed. "It has all 



Character interaction is 

another important part Of 
the adventure ■ in fact, it's 
the only way to rrwike 
progress. The cobbled 
Streets are usually crowed 
with interesting people 
and a tew meaty tacts can 
be gleaned by asking the 
right questions. One thing 
that can't be made clear 
from these static shots is 
the amount of movement 
on the screen. Everybody 
in this shot will have an 
associated animation so 
that the place 'feels' like a 
real street. The attractive 
'lady of the night' look-, 
fascinating and I wouldn't 
mind a quick spat Df 'inter- 
action' with her I 



The inn is positively 
bustling with activity and, 
once again, all the individ- 
ual characters are busy 
'doing their own thing',. 
People smoke, drink, tap 
their feet and generally 
perform all the actions 
that you'd expect in a 
local, friendly (?) public- 
house. Whether the coders 
will have time to introduce 
a vomiting animation or 
sequence showing drunken 
blokes trying to get off 
with some of the beautiful 

woman remains to be 
seen, Let's hope so. 




Arc An i' Developments - the men 
behind Darkmere (from bottom, 
running tlockwise^ Steve lies. Paul 
Hodgson, Andrew Buchanan, Mark 
Jones 'and Stewart Gilray. 



turned out exactly as I'd planned it, 
although I would have originally 
liked longer to develop the game. I 
don't thmk that the time restrictions 
placed on us have meant that there 
is anything we have purposely omit 
ted, there's just a few extra things 
that we haven't been able to add - 
nothing important that will detract 
from the way the game actually 
plays, though, And I do want to do a 
follow-up, so hopefully all those 'lit- 
tle things.' will be included in that." 



\i 







The Bitmap Brothers 


















f4 




O Ol 




m ' - SI'-* '"--Xk 

■* i 


_ 




- 


^^^BP^^^Z 


W\ 




« 














i 


1 


a 




/ffv 




■'£■ 


*fF"*?«^ 



@ 



!«*-■: > 



11 _ /' 


A ^"1 


Bl^-m 




I A' pw 


p 


*1M 


i fl 










!@3 


t.v8r*| 






joooj 

LOOQl 


Lm 



£» 



I 



^ r 



* 




IS *,l 

OQO, 



*^*^* 



•lOOffi 



"4 



* 



j 4 i 



1 *■ 



■rt-* 



# a 



i 



* A 



ij 



_\ 



- '' i 



■ft" 



i m 


BHinM 




IIv-SE 


i 


- /*-* 


jgja^A » 






-* " :,< 


/T*Hr*ToI 


*£ ■ - f 


mk 


^^^^^sB 



f 



o.ol 

at 



ii 



\ 



r f 



• TIME FOR CHAOS • 

Atari ST (STE Enhanced), I Neg Amiga & PC • I or 2 Player 

C1, Metropolitan Wharf, Wapping Wall, London E1 9SS. 1992 The Bitmap Brothers. Published by Renegade 
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In the Sega Megadrive market, 
Electronic Arts is in a unique posi- 
tion - unlike most console pub- 
lishers, who are bound by cast-iron 
legal restrictions imposed by trie 
hardware manufacturers that decree 
which games are fit for release and 
which aren't, EA has a 'privileged 
relationship' with Sega that grants 
them a great deal of freedom in 
games they can put out. 

It's a position that has allowedEA 
to branch out and experiment with 
original titles that stand out from the 
usual platform dirge. Games like 
John Madden Football, Road Rash 
and, most notably, the superb heli- 
copter-based blaster Desert Strike, 

Based loosely on last year's con- 
flict in the Gulf, and firs tre leased 
while the bullets were still flying in 
Kuwait and Iraq, the game was, if 
you'll forgive the pun, a storming 
success - although it was criticised as 
insensitive by some for using the 
bloody desert campaign as the basis 
fora shoot-'em-up. Now that the 
Mother Of Ail Battles is long since 
over, Amiga Desert Strike's bound to 
be less controversial - but that 
shouldn't stgp hordes of gamers 
flocking to snap it up. So impressive 
is the game's reputation that it's a 
strong contender for this year's cov- 
eted Christmas Number One spot . 

Unsubtly subtitled Return to the 
Gulf, Desert Strike's story is dis- 
turbingly familiar - a crackpot Mid- 
dle Eastern dictator is on the verge 
of obtaining! nuclear capability and 
starting World War III, so Uncle Sam, 
barges in, guns blazing, to put him 
in his place. The player takes the con- 
trols of a McDonnell-Douglas AH-64A 
Apache, flying the gunship deep 
into enemy territory to complete a 
series of increasingly complex mis- 
sions. Objectives range from destroy- 
ing airfields and SCUD missile sites to 
plugging oil wells (topical, eh?) and 
taking out the general himself. 

It sounds conventional enough, 
but Desert Strike's neither a straight 
shoot-'em-up nor a serious military 
simulation, but rather an interesting 
mixture of the two. Anyone can pick 
it up and start blasting immediately, 
but it takes time to master the con- 
trols and learn to play properly - fuel, 
ammunition and armour is limited, 
and players must plan missions 
strategically il they're to be success- 
ful, rescuing stranded allies and 
winching up fresh supplies along the 
way. Enemies range from foot sol- 
diers to tanks, SAM launchers, 
machine-gun jeeps and helicopters. 

The team responsible for bringing 
Desert Strike to the Amiga is the 
samein-house team that did such a 
good job on John Madden Football 
last year. Headed up by Steve 

Wetherill and programmer Gary 
Roberts, they've been working 



As the world waits with bated breath, the team behind the chart- 
topping John Madden Football is busy converting another of Elec- 
tronic Arts' Megadrive blockbusters to the Amiga. Desert Strike is 
the game everyone wants to see - but will it be worth the wait? 
Gary Whitta was airlifted to EA's Langley-based programming HQ 
to find out... 
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since March and are now pulling out 
the Stops to make sure the game's 
finished in time for its Christmas 
release. When the team was initial- 
ly offered a choke of three projects 
for Amiga conversion ■ Desert Strike, 
Road Rash or EA Hockey - Qaz and 
the gang promptly plumped for 
Desert Strike, "We liked the look and 
feel of the game, it was different/' 
Gary explains, "It's very close to real 
life as well, 1 ' 

So, how is our version going to 
stack up next to the impressive orig- 



inal? Well, because the Megadrive is 
better suited technically to run a 
fast-moving sprite-based game like 
Desert Strike, the Amiga version isn't 
quite as smooth as the original. The 
graphics animate at only half the 
frame rate - although when the 
game's in action it takes a trained eye 
to notice any real difference, "it's 
mainly due to the way that the 
Amiga's hardware works," Gary 
explains, "but the conversion isjust 
as fast - things move at the same 
speed, it's just that they're not as 



smooth. But you don't really notice." 
Apart from that, however, the 
team haven't had to compromise on 
anything - in fact, not content to 
simply port the game across, they've 
enhanced many of its aspects to take 
advantage of the Amiga's superior 
graphical and sound hardware. 
Although the original Megadrive 
authors Supplied the team with all 
the graphics, including over 2000 
animation frames, nothing has been 
simply ^converted over ■ instead, 
every sprite and background block 
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has been painstakingly redrawn with 
extra detail and in 64 colours. "We 
wanted it to look more like an Amiga 
game thin a Sega gam*," says Gary. 
The result is a game that looks 
noticeably better than the original - 
and it should sound better too, with 
all effects beefed up and sampled 
speech included lo add to the atmo- 
sphere. Attain, it would have been 
easy to translate Rob Hubbard's orig- 
inal theme music, but according to 



sound man Jason While- 
ley that would have been 

"baring", and so every- 
thing is redone from scratch, using 
the Amiga's 4-channel chip. 

As for the game itself, though, lit 
tie is going to to change. "There isn't 
any reason to change the actual 
game, as it's good enough already," 
Steve explains. "If we wanted to we 
could change it off our own backs, 
but we wouldn't necessarily get US 
approval." There has been one minor 
gameplay change however, which 
has had to be made on grounds of 



good taste - after British soldiers 
were inadvertently killed by 'friend- 
ly fire' from American aircraft during 
the Gulf conflict, it's no longer pos- 
sible for the player to shoot his own 
troop, which would no doubt have 
been considered insensitive. Some of 
the intro's more graphic torture 
scenes have been removed too. 

Amiga owners will instead get a 
new version of the intro and a disk 
featuring a special minute-long 3D 
animation showing an Apache and 
a Russian Mil 2d Hind dogfightmg 
over the sand dune?. "There's much 



more presentation on the Amiga ver 

sion," says Steve. "I think you can get 
away with less on the Megadrive, 
The Amiga market expects more." 

Another pivotal aspect of the con- 
version is the new control method. 
Megadrive Desert Strike's sophisti- 
cated control is made easy by the 3- 
button joypad hut for the Amiga the 
team have had to rethink the whole 
thing. "We've got three control 
methods, mouse, joystick and key- 
board," Gary explains. "On joystick 
you use the keyboard to select 
weapons. With the mouse you don't 
need to touch the keyboard because 
there are two buttons. We've got the 
mouse control sorted out quite well, 
so hopefully most people will use it." 

Having seen Desert Strike running 
on both machines, I predict that 
Amiga gamers will have something 
rather special to stick up the noses of 
their Megadrive-owning mates come 
Christmas. It's becoming increasing- 
ly heartening to see that anything 
consoles can do_, the Amiga is still 
doing bigger, better and beefier... 



"We liked the 
look and feel of 
Desert Strike, it 

was different. 

It's very close 

to real life as 
well." 

Gary Roberts 
Desert Strike Programmer 



(Far laft) One of the yet -to- be - 
finished frames from ASD's pre- 
game intro sequence. 

(Left) The cameo pictures of the 
Apache co-pi lots ar» actually EA 
office start - the final shortlist will 
be selected from this motley crew of 
digitised mug shots ■ the inflatable 

sha*p on the left is unlikely Id be 

included, though. 

(Far right) The Desert Strike team - 
from left to right , David Cole lough, 
Jason Whitely, Steve Wether ill and 
Gary Roberts. 
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RAINBOW COLLECTION HOLLYWOOD COLLECTION WHEELS OF FIRE 

9.99 9,99 7,99 



POWER UP 

9.99 



D-GCNERATION TITUS THE POX 

10,99 949 
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HEIMDALL 

11.99 



THUNDEHHAWK BATTLE OF BRITAIN F19STEALTH JASUAFI XJ22D SCRABBLE MICROPROSE GOLF SPACE CRUSADE RAHflOAD TYCOON CHAMP MOP 

9.99 11.99 14.99 9,99 1299 13.99 12*99 13.99 12.99 



JIMMY WHITE 
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CAPTIVE 

6.99 







MIGA-^ANlA 



KENOM 1 

6.99 



KICKOFF3 LEANDE.H INDY JONES ADV LEMMINGS BLUES BROTHERS HABL6QJIN FIRST SAM S MECALO UTOPIA 

8,99 10.99 999 12.49 8.99 12.99 13.99 11,99 




FISSTREAGLEi 
14.99 



JACK NICKLAUS 

6.99 



Games marked (NOP) will not work on the ASOO Plus or A600 
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LANOMAGE LAB. LTtETKjWAnY IS LANGUAOFSJ DELUXE PAMI 

J BUH-T-IM TV UODLlLATOR 1 MEGi RAM EXPANDABLE TQ 2 

MEG. 1 YEAR IN-HOME *EflY|CF WARHA:NTY WITH QPT»*I TO 

EXTEND 

FREE SPECIAL RESERVE MEMBERSHIP 




(HARDWARE PRICES INCLUDE WAT 4 CARFHIAfitl TO UK MAINLAND) 



SONY 
KVM141Q 
14"FST 
TELEVISION 
& MONITO* 

WITH REANJ7P 

eoNTJtat 

199.91 

F^ARL FS MOfirTaR OUALTTY PICTURE * HOM AUKU, 
SUKA NES. MECAORIYF CH5 MASTER SYEiTEM 1 VIA' 
SCART CONN L^llON ALSO SUITS ATARI ST AND « 
CONSOLES VIA NDRMALPJF INPUT. 
MCLUDES BEAR SCARTIEUHQ QR FFKHYT AiV Hi 
(FROM SUPER. HES £TEHEO LEAD Oft VIDEO 
CAMERAl TO A'V CHAHNEt. 60 CHANNEL TUNIH'j 
ALACK. TAlhrTROfJ SCREEN. INCLUDES IHDDDH 
LQDP AERIAL. EXtEFTIOMAL GjUPJ-ITY. 

FREE SC ART LEAD <WXK *U»5* Si* 3BSNFSI 
FREE SPECIAL RESERVE MEMBERSHIP 
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CITIZEN 120D+ print™ 

9 PIN. iO COLUMN, I 44 CP&3BNLO. 
JHLO'1 DRAFT FONT 5J UTH WARRANTY 

>iiGH Ou*liTt WMO PRwTE-ft 

' MEMBERSHIP 
FREE PfllhTFR LEAD 



129.99 



CITIZEN SWIFT 9 

TflTM COLOUR RIT-B Plfe.** COLUMN, 
1 32C PS,'+BN .(J. 3hl.Q" DRAFT FONT. 
24 MTH WARRANTY . A 1 PIN PRINTER 
WfTM COLOUR FACILITY AND FULL PAPER 
HANDLING FUNCTIONS. 

MEMBEHSH P 
FREE PRINTER LEAD 
FPFFCOLfflWHT 




PHEUIEfl CONTROL CENTRE FOR 
AMIGA AljJXl icustom FH1 
ISTEEL WONITOfl ST*NO WITH 
EXTRA 3HELF FOH EXTERNAL 

disk drives etc plus cabling 

FOR EASIfcR CONNECTION OF JOVSTICKyMICFi 

34 99 

PRtlMtn CONTROL CENTRE FOR 
AMIGA ASOO OH ASDC PLUS HM 



184.99 



IYOEC STEREO 
SPEAKERS FDR AMIGA OR ST 
HUH TJN AMPLIFIER WITH VOLUME CONTROLS 

MB* 



TEtttOPLUS FAMILY 
COMPENDIUM ■KIND 

mm .i 

W/PHOCESSOH. 
JIMMY WHITE S 



CITIZEN 224 24 PIN 

with cOldlib Kir w Column, 

1G!CP5*JLO 3LQi'S DRAFT FONT 
It MTh WARRANTY i* PIN LETTER 

quality PHihTEH VYiTw EXCELLENT 

GRAPHICS (390*3610 DPI |. 
MEMBERSHIP 
PRINTER LEAD 22 A 99 

FREE COLOUR. K7T **^"JT 3f 

CITIZEN 240C 24 PIN 

WITH COLOUR Kir M COLUMN, 
2*nc psraoLQ. SLori ohaft FONT. 

14 MTH WARRANTY. ADVANCED YEHStON 
OF ME WITH AUTOSfT FEATURE AND 
LCC CONTROL PANEL. 

MEMBERSHIP 
FREE PRINTER LEAD IT O 99 

'Rfe colour wrr ■** »■"* 
STAR LG24-2G 24 PIN 

SO COLUMN, IS2CP&E4LO. 

iLQit GRAFT FONT. 1S MTH WARRANTTY. 

2* PIN QUALITY AT « PIH PRICE 

MEMBERSHIP 
FREE PRINTER LEAD 204 99 



CANON BJ-10EX 
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9NOOKER, JOYSTICK DUET COVER, FILt-A-Dt&K. 
HEAD CLEANER. 5 BLANK DISKS AND MOUSE MAT 
47 99 

__ CLEANING KIT *OH COMPUTERS, 
.'INCLUDES VACUUM) — 

EXTERNAL J,5" DISK 

DRIVE FOR AM: 3 A 

WITH SGMY.'EITIZEN 

MECHANISM QUIET, 

H*3*f QUALITY. SL»M 

LINE DESIGN. 

4999 

PCWtfl SCAN AMIGA 

HAND SCANNER 

|Y!PS*dN i) TRUE GREV SCALE iCOJflO DPI 

' UNClUBES SOFTWAREf 

mm 

iUlt AMIGA RAM WITH CLOCK FDR ASAO AND ASDO. ,..,.. J1Jt 

SUK. AMIGA HAM WITHOUT CLOCK FOR A5» AND A9Q0+ 19.6# 

1 MEGABYTE AMIGA HAM UPGRADE FOH A5DC PLUS 

jlECMNOPLLis) (GIVES 2MB HAM W TOTAL!! 

1 MEGABYTE AEOO HA M UPGH AUL W I H CLOCK 





Games CiuB 



TECHNO SOUND TUHBO SOUND SAMPLER FOH 
AMIGA WCLUOING HEAP FOR ATTACHMENT TO 
WALHMANltHSCMAN 

n « 

SOUND ENHANCER 

FDH AMIGA 

(BOOSTS SDUHPf 

MJM 

SCREENtEAT STEREO 

SPEAKERS FOR AJMM OR PC. PfGUIRE AAA 
BATTERIES OR MAINS ADAPTOR. DESIGNED 
TFFCIFICALLY FOR DOMPUTEHE INCLUDING 
MOUNTINGS FOR ATTACHMENT TO MONITOR. 

1MB 

MAINS ADAPTOR FOH SCREEN4EAT SPEA KERS est 




NAKSHA MOUSE COR AMIGA OR ST 
WITH OPERATION STEALTH 

um | 

SQUIK MOUSE FOR 
AMIGA OR ST 

mouse mat A.ee 



/»*. 



MM AMIGA (WITH BART) 

S12K RAM f II.PAN&ON 

GENUINE COMMODORE 

ITEM WITH CLOCK 

FREE BART SWPSDH GAME 

34-99 
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BUBBLE JET 



64 NOZZLE, BO COLUMN, B3LC CPS 
iLQ.1 DRAFT FONT. 1! MTH WARRANTO 
A SMALL. PORTABLE PRINTER. VERY 
QUIET IN OPERATION YET GIVING 
OUTSTANDING PRINT QUALITY, 

MEMBERSHIP "■)")» OR 

FREE PRINTER LEAD U7|7T 



MM 

REPLACEMENT AM4GA POWER SUPPLY ».BB 

TILT I SWIVEL MQWTORfTV STAMP. Frrs U" MaNfTORi .K.H 

HI-FI LEAD ■ AMIGA TO STANDAHDFMONO INPUT 3.99 

PDPULOU5JFALC.QN LEA* |NUlL BOOEM CABLE) J.M 

RF SWITCH FOH AMIGA, ST OR CONSOLE ISYYITtH BETWEEN 

TV AERIAL ANO COMPUTER WITHOUT DISCONNECTING! 19* 

SCAHT LEAD - AMIGA TO TV WITH SCAPT INPUT 



...B.H 

. 4.99 
, I.H 
...I.S* 
...4.90 




I.CQLOUPl> FOR CITIZEN SWIFT 9. !4. H* OR M« 

FOR CITIZEN SWIFT 24. Z24 OR 240 

FOR CITIZE N SWIFT 9 DH HMD* 

N ICOLOLIRJ FOR STAR LCWO ,. 

FO«STARLC» 

FOR BTAH LC200 

FOR STAH ICM-W 

fARTRMJGE FOR ELTtOEX 



, , ,1T.« 

f.tt 

t«4 

10.99 

*« 

*M 

L«e 

i*« 



HGIVES MONITOR QUALITY PICTURE! 

DUSTCOVEH FDH 90 COLUMN FHINTEH (CLEAH PYC1 . ... 
DUST COVER FOR AMIGA SOQ OH ATARI ST ICLEAH PVC| . 

DUST COVER FDR AMIGA 800 

DUST CDVEH FDH MONITOR OR TV (CLEAR PVC] ,,,,,,,,. 

3.E-DI6K HEAD CLEA NUI ,.,„ , - J.I 

P«Bt> V«*otl m P MX Of ss 

! WITH LUB Varbarbn 9.3" M»» 

ttp lach DMti a- uiu 3i99 I Verbatim 



R LEAD IPAHALLELl FOR AMIGA, ST DR PC T.tt 

=OVFH FOH K) COLUMJJ PR1NTF R I CL F AH PVC) -4.99 



GVP HDB+ 52 MEGABYTE 
AMIGA NARO DRIVE ISERIES II) WITH 

EXPANSION SLOTS TO UPGRADE 
AMIGA RAM TO (I U(Q 



GVP 3D MED AMIGA HAM EXPANSION 

I SIMMS FITlN Qvp HARO DRIVE TO 
EXPAND AMIGA BY 2 MEG OR 4 MEG 
RAMI 

..89.99 



Sanx* 





BAN* DISK BOX 1,5" 

(H)STACKABLE 

■LH 

DELUXE D*JK BOH J^S" 

(BOi, LOCKABLE. DtVlDEItS 

1D.99 



OISK BOSt J.5" 1.1* CAPACTTVi 

1.99 

DISK BDK 3.5 ' IM;. 

LOCKABLE, prviDEHS 

f.« 

DISK BOX 11 i '00! 

LDCKAHLE, DIV'DEHS 

MB 




Call 0279 600204 Now! 

Open to 8pm Weekdays 

and to 5pm Weekends 

IVr only supply atemtten but you can ortler as yot/ torn 

ANNUAL MEMBERSHIP 
UK £6.99 EECCB99 WORLD E1 0.99 

Thfi Spuiiu* RchM-rve Ui\\ calou* club 

rpVfrMirt*) AHVij iU Mrflt lu ill ITIimbArfl bi 

■nonlMT- flflG rwlwiflw hill iB-.-it.infi ul 

ntiv gt*mcMi ptuo rninire'yHjws. new 

p^dutia, Spacdl Hbmttve chnrtf, 

h**m«* ScNkImI* aim] hufidrMb l-J 

spec « I o^lef* 

PLUS ■ EVERY ISSUE CONTAINS 

£30 worth of money -off coupons 

to save BvBfl more mooey of! our amazing prices. 

rVe sell game* and accessories, all 91 amazing prices lor 
Mc-gadrive, M*a1er Sysle-m, Game dear, Super NES, 

Gunrebby , NES, Lviiji. Amiga. Atari ST, IBM PC and CDTV, 

Best Service, Best Prices Biggest SBhrCtitm 

120,000 people have joined Special 
Reserve, so don't delay, join today! 

Call 0279 600204 & ask for a 
FREE colour catalogue! 





QLIiCKJOYQji 

■JOYSTICK (MICRO- 

SWFDHED/ 

•Jt 

CbMPEnTidM pho 

EXTRA JOYSTICK 

(Clear BA&E; 

10.99 

C0¥«T1T|0N IW 

STAREKTPA 

14.K 

MINI eOMPETYTIONj 
PAD SHOO 
HjH 

ICICilC fSlf.MA. 

flAT JOYSTICK 

11.99 

UINI COUP PR rj 

STAH WITH 

AUT0FME 

13.99 

CHEETAH HUQ 

JOYSTICK 
13.99 



PVTHOrt JOYSTICK 

H QUICKgMOTIMF ' 

^Jbh^ ^Sl MAVERICK 1 ^**J l^^l 



tntar-HHlwlH Lid RggiBi«r«if 04IV-n ? ^iiuin B-lnck T>ia hUMinpH. 

Irwvit-ibty. irjnit fl*rn»* -rYiey nol y*1 b« rilMHd. Pla*»* pnon* SbIdb an 
KTflrHHHOi *w LtJlDUl r *!**** n-i**. Jind «&£■: *M*il*L>ill1> 

u ^jiiLiiii v ItfUQCDC til iT -.-J ~Ah_ ilHrrP JLC ViTJ I U- a M 



QUICKSWOT 127 






sitnnani'.« 




~*BjbmBA 


REMOTE 




* ^^Cm 


CONTTHgLLEF 
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mTHTWOWmA- 
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PE D JOYPAJJS 
1*49 







GHAVIE AMHUJST JDY5T)CK 
WITH PADOED QHIP. 
ADJUS1ABLL HA HOLE 
TEH5ION PROGHAMMABLE 
BUTTONS 
29. » 

r.rFfnifiMi; 

AHALOGUE 
JOYSTICK FDH 



AMIGA (JIVES AMAL IXK/E COHfTHOL 

Of MOST CMC FLIGHT SIMULATORS 

1ZM 






TB0JAN LIGHT PHAZiH 
QUNHJHAMH1* rtlTh 
3HFET SHODT AND 
ORBITAL MSTH0Y6R 
GAMES H3THCH GAMC& 
AVAILABLE - 5EE THOJAH 
m A**K3A SOfTHAB*) 
29 99 



□ LHCIUDT FOOT 

PEDAL 

TRANSFERS. AMY 

JOYSTICK 

FUNCTIONS OVEH 

TO FO«DT PEDALS 

IMAL fOP fUO*rr 

AND DFHV1NG SIMULATES CO*iP*T*BLE WTTM ALL 
AMIQfcST JOYSTICKS ... 19 « 



HOBOShiFT InfTPRFACE FOH AMIGA Ofl 5T 

IPLUGS MOUSE AND 

JOYSTICK »NTO ONE PORTf H.» 

F-.-H.L n FLAYER JOYSTICK ADAPTOR 

I On *MH5A OR ST 

(FDH KJCK OFF 1 ETC) 




we ly*a_y supply members But ycx c^ivohdeh as you join 

there is asurcharof of sfl* peroame on telephoned orders 

iolEASE phimt in block capitals! -|p 

Narie 



Pi if-li <>:*> 



Phpw 



_Mft0*na_ 



ETlar membership nupiber (if appiieaWrt «r 
Mwntershi p £6.9S UK. £6.99 EEC. E 1093 Wor ld 
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7.94 

PORT FSTENFiIDH ADAPTOH FOH AMIGA OH ST 

1CHAWGE J0VST*CKS WfTHOUT NEEDING 

TO REACH BEHINC COMPUTER) 5 » 

JOYSTICK ilSTEHCEH CABLE 

FOR AM«A OR ST U MFTHE5J) < .» 



es • 0279 600204 
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ALL PRICES INCLUDE UK POSTAGE * VAT 



ChsoiW'P ■'AecesHMasiereaKl-S*i1cP.Visi S#0cti IssLe Hfc 



Crftdn cam 

*spry dft:n SqnaUre 

lThjlhi pbiiiMi id: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders: EEC sotlware tm*is • no ■smra chargft 

World saflware oroars plaaso aott £1 <X> p«r Hem. 

Non-sottwara liams plaase add KY 1 .. EEC 6r 25% WofW. 

ChflBfBWM orolffrs mutf r*r p*W fty cr*d»f carer. 



I 

_ j 



s 



m 



'-* *>*<=' O 






/ 



curse or 




i 



f 



A 





i 



Sucked itito tin' cursed la, 
manacled inside a cast 
subterranean ciicc vtstem aWi 



elephant seats, fire demons 



Screen shote /rom 
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jr 



f>'p -mi finds ftjhnsetf ehai 
pes f r&p the fasti 




ortMtn tt'2lersmtiii£iciun5, ttTagpn 1 ^ 
\mkbet colourful character* bothy 
i//fr(fnrf othertvise! 



ravel n-ifh Brad to tf Valley a\t the Lost, the Ice Palace ami tkv 
Graveyard in himjuest to/iisure his safe passage home. 

Cnrse%f Lndfimua is available on 

£omm<tfJrc Amiga 1 meg Only) 

<f mi W M PC compatibles, 



VISA 
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They have odd haircuts- Their first game was called Escape from 
Sainsburys. And with their latest, they've just become the soft- 
ware world's equivalent of Bryan Adams, staying at Number One 
for a record-breaking fifteen weeks. Just who ARE these people? 
Only Gary Whitta was silly enough to dare ask... 




Just who the Hell do 
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think they are? 



Forget about the Bitmap Brother 
- Sensible Software are probably 
the closest you'll get to real-life 
pop-stars in this industry. Let's look at 
the facts: they have heavy-metal hair- 
cuts; they can piay musical instruments; 
and they're distinctly odd. Well not 
exactly odd, more sort of... flamboyant, 
really. In fact the only discernible dif- 



ference between them and most of 
today's pop stars is that their products 
are actually quits good. Over the last 
few years they've been responsible for 
some of the best and most original soft 
ware that tho Commodore 64 and 
Amiga have seen ■ any C.V. that 
includes Wizball, The Shoot-'EmUp 
Construction Kit, Mega-lo Mania, Sen 




/on Har* and Chris Yates outside t 
Sensible offices: two men always 
ready to prove they're nut lacking 
the ball department. 



sible Soccer and Wizkid is certainly not 
to be sniffed at. 

Sensible Software was formed by 
former schoolmates Jon Hare and Chris 
Yates in the Spring of 1 9B6 - prior to 
that the long-haired duo {these days 
it's only Jon with the shaggy locks) 
tned their luck m the music biz with a 
number of - it has to be said - pretty 
unsuccessful rock hands. Their first 
hand Deuce was, as, much a non- starter 
as those that followed it - namely 
Hamsterfish and Dark Globe - and it 
wasn't until their fourth attempt, with 
a band called Touchstone, that they 
were to get a whiff of stardom... until 
they discovered in an expose on Break- 
fast TV that the 'promoter' who they 
had shot a video with was, in fact, a 
crook who had done a runner not just 
on them but on numerous other 
young hopefuls! The cad! 

It was during these musical tinkerings 
that Chris first started to get interested 
in computers, gaming his first experi- 
ences by sending off for machines to 
mail order companies, playing with them 
on ten-day approval and then sending 
them back. The duo's first game was 






W 



Escape from Sainsburys, a text adventure 
in which the player was cast as a d'isen- ^ 

chanted sheM-stacker whose mission was 
to escape from the supermarket while 1>*1 

avoiding the attentions of the suspicious ^ m 

supervisors Unfortunately (but rather 
predictably), it never saw the light of day TO 

and it wasn't until Jon and Chris had 
knocked out some commercial work 
(including Sodov the Sorcerer, a comer- rn 

sion of EA's Skyfox and versions of Inter- 
national Karate and Twister for System 
3) that Sensible Software was officially %/\ 

formed on March 10th 1986 And the 
rest is sort of history. O 

Since then, Sensible Software has 
grown from just Chris and John lo a ~ n 

company employing sin and a half peo- __| 

pie {the half being freelance musician 
Richard Joseph) and wilh what are <J 

arguably the company's two best games 
out arxi about at the moment, the boys ^ 

are enjoying a ievel of popularity not 
seen since their old glory days on the 64. ^Q 

And with no small amount of new titles 
in the pipeline, what better time to cor- '"'"I 

ner the two men that started it all and 
get some answers out of them'' 
Answers to questions like,.. 
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Do you think that any of your 
garnet have been at all iirfluentiaJT 

Shoot-'Em-Up Construction Kit 
was, I think, because it seta benchmark 
for what was sh*t and what was 
acceptable. I think it showed that you 
can't put out a vertically-scrolling shoot- 
'em-up as a full-price game, because 
they're just too easy to knock out. 

There's a big dtfnwanca b i tw n the 
quality of a commercial shoot- 'em- 
up and the sort of thing that 5EUCK 
can do though, isn't there? 

Not on the 64 there isn't, but 
on the Amiga version, which we didn't 
do, it's very different. We've often 
thought about how once SEUCK would 
be \( we were to we- write it and to real- 
ly do it properly. The Amiga version 
doesn't even have very smooth scrolling. 
JON I wrote the built-in games on 
both versions of SEUCK and definitely 



found it harder doing them for the 

Amiga. I shouldn't really be saying this, 
but we're not getting any money for 
the budget version, so who cares? The 
chugginess of it just mates it crap so 
it J s not worth buying - especially when 
we're not getting any royalties. 

A lot of the game* that you'v* 
had (OMwartail to Amiga didn't 
come off quit* right, did they? 

Yeah, if you look at something 
like Wizball, the game itself actually 
played differently from the C64 ver- 
sion. People tend to convert what they 
see. but not what they play. 

You've got to remember though, 
our games are really finely tuned. If 
you look at something like Sensible 
Soccer, the control system is so finely 
tuned that just to alter it a little bit 
would fundamentally change the way 
that the game plays. A lot of people 



think they know how to do a good 
control mode but they don't. You 

know how when you're playing a 
game, sometimes you think "God, this 
feels really sticky, if they'd just speed it 
up a bit it'd be really good." 

There's thousands of games like 
that, and that's what happens when 
people don't pay enough attention 
to the control system. 3D Tennis 
was the first game that we convert- 
ed onto the Amiga in-house and it 
showed in the reviews, getting 80s 
and 90s. If you loo* at something 
that was done out of house, like 
Mkroprose Soccer, it didn't do 
nearly as well- 



how well your game is selling, without 
just having to take it on trust. Rene- 
gade are very far advanced in their 
publisher/developer relationship. Basi- 
cally, you're not patronised. 

You've had quite a bit of bad luck 
with previous pubHihwi, though, 

No more than anyone else has. I 
don't think we've been particularly 
unlucky. We're prohably a good indi- 
cation of what's average. But we've 
spoken to a few software houses 
recently, and they seem to be chang- 
ing their attitude. Virgin have got a 
more liberal attitude, shall we say. than 
publishers have had in the past. 



"Normally when / look at tt game, alt I see 
is a list of things wrong with it. But even 
now ir hen I look at SensiSoccer, even 
though it has its faults, it's got so much 
good play ability in it 

Chris Yates 
Sensible Software 



How have you found working 
with Renegade, ai compared to 
other companiaE you've gone 
through before? 

They're a lot more open, They 
don't bullshit you - well, they might be 
bullshitting us, but if they are it's very 
convincing' You get to see everything 
that's going on, so you really believe 



Vou tend not to put all your eggs 
in ona basket. 

The major reason behind 
not putting all out games with one 
publisher is so that, if one compa- 
ny goes down, we don't immedi- 
ately lose 80% of our business. If 
anything, that's what we learned 
from IVIirrorsoft, 



SENSIBLE SOCCER: 
1992/93 SEASON 



We got rather an overwhelming response 
to the piece last month on the new 1.1 
version of Sensible Soccer, which is now 
officially called Sensible Soccer; 1993/92 
Season. The team were still making 
changes at the time of writing, as now it's 
no longer Just a case of improved goal- 
keepers. There's now a proper foul system, 
with the referee dishing Out red and 



yellow cards for dodgy tackles. It's also 
possible - but not yet decided - that In 
league and championship games, a 
sending-off may make that player 
unavailable for the next game, as In real 
European competition. 

In addition, the boys have also includ- 
ed the controversial new Backpass rule. 
So now; if the ball is kicked back to the 
keeper, he can't pick it up - he must boot 
it straight back out. The goalkeeper code 
has been revamped to take the new rule 
into account, so now the player can 
control the keeper like a normal player, 
dribbling the ball and even running 



down the pitch for an attack on goal! 
And of course the team and player 
changes for the new European season 
have been changed - so It's bye bye 
Tottenham and Arsenal, hello Leeds Utd, 
Sheffield Wednesday, Grasshopper 
Zurich (who they? - Ed) and, of course, 
Paul Gascoigne's Lazlo among others, and 
a new batch of custom teams. The tour- 
nament modes have also been updated, 
with the Wond Cup Group Qualifiers 
being one of the more timely additions. 
The new version should be in the shops 
soon, with the 1 3.95 trade-in deal still 
going ahead - more details soon. 
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Hu your attitude changed At all 
over the years? 

CHRIS: When we first started, the 

main thing was purely the joy of see- 
ing our games out there. But now, it's 
started to slide more towards "we 
want our share." 

'ON: Vou do get to a stage where 
success alone is not enough. Vou start 
to resent the fact that someone else is 
making a lot of money out of you. and 
they aren't the people with the... ertra 
special talent, if you like. I don't mean 
to be arrogant, but if you look at the 
really good games that are coming 
out now, you'll find that there are only 
a handful of people producing them. 
It's hard because these days games 
are a real team effort, and to get a 
decent software team together, you 
need a lot of people who are a(l very 
good at what they do. The exception 
to that is someone like Archer 
(Maclean), who's wry good at EVERY- 
THING that he does. 

What da you think of the gener- 
al quality of Amiga software 
thai* days., as compared to s.iy 
the old 8-bit games of the 80s? 
Han* things got better or worse? 
CHRIS: I think games today are a lot 
better There used to be a time when 
a good C64 game was better than a 
good Amiga game, but that's all 
changed now. People have expanded 
into the space that the Amiga made. 
iONs It's good to see that we're 
starting to get some really decent 
licences for the first time - ever, Like 
RoboCop 3. which was such a decent 
game that the fact that it had a 
licence attached to it was a bit of a 
novelty. It's good to see people mak- 
ing some effort with that kind of 
game, because there's nothing that 
annoys us more lharv seeing a really 
sh*t game with a big name sitting at 
the top of the charts. 



How has the expansion of the 

Sensible team changed the way 
you work? Do you do things dif- 
ferently these days? 

We have changed, yes. We 
tend to concentrate on one game 
intensely for a couple of hours, and 
then we'll leave it for the rest of the 
day and have a meeting or something, 
>N: I think it's stimulating, work- 
ing as part of a bigger team. If 
you're working as half of a two-man 
team, after four or five years you'll 
get a bit fed-up of seeing the same 
old person again. It's nice to have 
that interaction with other people - 
you're not so dependent on each 
other, because everybody helps out. 
Myself and Chris are effectively 
becoming like directors - not direc- 
tors of a company, but directors of a 
film. Designing a game is like being 
a writer- director, whereas program- 
ming is more of an acting role. It's 
a bit of a sh*t analogy, I know... 

How do the games get made? Do 
you plan everything out before- 
hand or just make it up as you go 
along? 

We plan the whole thing out 
when we start a game - and then 
throw it all away and then change 
things as we develop it. 

So how close is something like 
Wizkid to your original concep- 
tion of what it would be? 

It's totally different. They're 
two different games. 

I Probably about 10 or 1 5% of 
the original game design is in the 
finished version. The whole point 
is. the aim from the outset is to 
produce a decent game, not just 
stick to some plot that we've con- 
trived. Most of the games that 
we've done, including Wizball and 
Mega-lo-Mania, have turned out 

Continued on Page 45 
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BEAST III - OUT OF THE SHADOW 

Moleioth remains o rieocnv tiveaT. Only when h&s been utterly destroyed will vou be wholly free from htemaiignpant influence. In puny human form you now 
face the manv testing challenge* -rind pownrtui 1ohs ih:if stand botvyeon vou and yair Inert encountei win> trie Beast Lord. 



BEAST I 

Corneuier Entertainer •&. 
Award of Excellence. 

European CDfnpUtftf ! eiSurfl Award? "JO, 

BflSl Graphi cs 
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Am^go Gamo or the "rear 



FEATURING: 

Side-view mulli-ptwied horaware spites. flQQKof 

e^ocalivB music, hur'tdfeds Of mlnd-fcplawifia 

stmultaneooj on-screer. cc*3jn;. and 1UI S^way 

parallax sctoling. ihu bit u* the Great micay, 

Shadow or the &6Q* (1 i* se» ft* gnen greater 

nrnolades than IN prtotxreSsOri 



BEAST I 

Golden Joystick Award "91 . 

Best Graphics • 16 Bit 

European Computer Leisure Award 91 

Best Graphics and Best Sound. 

Generation A. International Award tor 

Be*! Sound and Best Presentation 
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very different to the way that they 
were when we started them. 

In Sensible Soccer, the control sys- 
tem - which is all you've really got in a 
football game - was totally different 
too. The only thing that stuck was the 
viewpoint and the scaling, in terms of 
how you kick the ball and all those 
things, that totally changed. And 
sometimes you have to take inspira- 
tion from other games, like the after- 
touch in Kick Off 2. We tried various 
different systems to make that work, 
but it just seemed that the Kick Off 
system was the best one. If you look 
at the passing in Sensible Soccer as 
well, that's the same as 5 peed ball 2. 

After a while - and I think this is 
the skill that we've got - you have a 
vision of what an idea's going to 
look like and feel like before ft goes 
in the game, That's the sort of thing 
you can only get through experience. 
Coming back to the original point. 
we always know when we start a 
game that at least half of it is going 
to get scrapped. We know it's going 
to happen, but it doesn't stop us 
designing it 

Have you been surprised by the 
level si success that you've had 
with Sensible Soccer? 

If we're at Number One again 
this Friday and we've actually beaten 
Bryan Adams, then it'll have exceeded 
expectations, Bui up to this point, no, 
Jon's a big-headed b***"d. 
He expected it to sell four hundred 
million copies 

No, rw, that's not what I mean. 
Personally speaking, I'd always thought 
that it would be something nice to 
achieve, because I didn't think the 
game stood a hope in hell of doing it 
But as the weeks have gone on and on 
and the game's still there at Number 
One., it's really nice. When it first went 
to Number One, we thought that it 
would maybe stay there for abqut 
three weeks if we were lucky. 



What's been the secret of its suc- 
cess, do you think? 

Well, there's no competition out 
at the moment, Mind you.,, there is 
some. It's really weird what's hap- 
pened, but I think the market's been 
dead for a long time. The European 
Championships, when the game first 
came out, seem like an age ago now 
We'll be playing our first World Cup 
qualifier soon. And well still lose... 

What was the thinking behind 
the new version of SensiSoccer? 

We were sort of going to do it 
anyway and have an update of all the 
teams. But we had a lot of people 
write to us to say "Ooh, it would be 
really nice if yog did this and that..." 
There were plenty of good ideas, and 
so we adopted some of them. 

We've got plans to do more 
with the game beyond Version 1,1 ■ 
and with the original version we had 
plans for a lot of things that wc want 
ed to fit in, but we had to get it fin- 
ished for the European Championships 
deadline. 

We never had much time to 
play it, really, with the finished goal 
keepers, only about one or two weeks. 

They were continually being 
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Jon Hare 
Sensible Software 



done during testing, that was the 
problem. Now, with VI .1, we've been 
able to add lots of new features, like 
red and yellow cards, and also the 
backpass rule and all the new Euro- 
pean teams. 

Aren't you slightly unhappy that 
you weren't able to put these 
features in the original game, and 
that you're only able to do them 

—ft 

Not at all, look at how well the 
game has sold? How could it possibly 
be any better? 



and stuff - it's not a whinge, it's just a 
fact of life - but it's like asking Terry 
Gilliam what's going to be in his next 
film. Odds on by the time it's finished, 
he's left half of it out. That's the way 
you work as a creator, you think of as 
many things as possible that you want 
to get in the game. 

What happened with Soccer was we 
had a really rough physio thing going 
and we got to the stage where we had 
to make a decision - is this going to be 
done in time? The decision was no, it's 
not going to be finished, it's not going 
to be ready, it's not going to be right. 




Normally when I look at a 

gaine, all I see is a list of things wrong 
with it. But even now when I look at 
Soccer, even though it has its faults, it's 
got so much good payability in it... 

To a certain extent also, you've 
got to look at what we do. People like 
yourselves ask for Work In Progresses 




Even now, when the time is right to 
do the data disk, we're nowhere near 
getting the physio working as well 
as possible. 

Our attitude's always been that if 
something's not working as well as 
possible, if a feature is really sh*t, then 
don't put it in. The headers, for 
example, weren't put in the game 
until the last day or two. They just 
happened to work first time, and 
if they hadn't there'd be no headers 
in there. As for the goalkeepers, 
okay, they've got their faults but 
they're still bloody good compared 
with the goalkeepers in 90% of 
soccer games, 

Presumably you're keen to see 
Mick Off 1. 

Well, we're keen to see it fail 
{Laughs) I don't know really, i think the 
competition will be good, in a way 
The thing is, if Kick Off 3 does really 
well, all it will do is make more people 
keen to see another Sensible Soccer, 
don't you think? 
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How much pressure is there on 
you to do the sequel? 

I don't think we feel any pressure. 

There':? not really any, is 
there? We haven't 100% decided that 
we're going to do it anyway, have we? 
Well, we sort of have. 

Have we? 
There are so many more things 
we can do with the game. 

And we're not going to be 
limited fay timescale this time. We're 
going to make it so perfect and won* 
derful that it's just going to be the 
bee's knees. 

How da you tee games going 
aver the next couple of years? 

I think that the consoles are 
going to come and go. They'll start to 
decline around 1995 and the Amiga 

will still be where it is now. 

Do you think so? The Amiga? 
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What About things like PC Mid CD* 

That's going to be the 
second wave after consoles, the CD- 
based machines. 

The CD stuff has to develop, 
there's no market there at the 
moment and the development 
stuff is very hard to use at the 



moment. But once it's all up and 
rynning, providing people will still 
want to buy computer games hy 
then, the games industry will move 
into a different gear. Consoles are 
just different machines, not a dif- 
ferent type of software, which is 
what CD will be. 



So then Jon, your team Norwich, 
oh? They've had a bit of a good 
start this year, haven't they? 
How do you rate their chances 
this season? 

Norwich always do badly over 
Christmas. I think they've had three 
ynoH <,t, ii I', to the season i" the : v=.- 
seven years. Give them until Christ- 
mas and if we're still up there then 
we'll have avoided relegation, 
which is one good thing. I'd like to 
say we're going to end top, but I 
think we'll probably end around 
fourth or fifth, 

And a tip for the championship? 

It's not going to be Blackburn. 
I reckon it would well be someone 
like Arsenal. 

Why wouldn't be Blackburn? 

Because they're |and here Jon 
5a id a very rude word indeed].. 
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CANNON FODDER 



The next biggy from Sensible - earning 
in the New Year via Virgin Games - is, 
depending on who you speak to, sort of 
an extension of the ideas that first 
cropped up during the development of 
Mega-lo-Mania- To see it play in its cur- 
rent state, Cannon Fodder looks like a 
cross between Mega-lo-Mania, Lem- 
mings and Dad's Army. The player is put 
in control of a small platoon of hard sol- 
dier types, who must progress through 
100 independent phases, each set in its 
own landscape and each with a specific 
mission to complete. In simple terms, 
the player's force comes up against a 
computer-controlled enemy force, and 
the two kick the stuffing out of each 
other ■ in the most strategic possible 
sense, of course. 

It looks (and, to same extent, plays) 
like an arcade game, but there are RPG- 
style elements - each member of the 
team has their own skills and abilities. 




built up by their experiences throughout 
the game. There's a wide range of 
weaponry at the ready, starting off with 
guns, grenades and mines and progress* 
ing up to the more wholesale carnage 
available with rocket launchers, tanks 
and helicopters, all fully controllable. 

The military aspect has been played to 
the full - each squad member is pro- 
moted through the ranks as missions are 
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completed, and the platoon can be split 
up into smaller teams or individuals, all 
of whom can be given army-style stand- 
ing orders - shoot on sight, etc. In the 
finished article, missions will be set over 
a variety of terrain types, including jun- 
gles, icy regions, deserts and rocky 
wastelands. In the game's early current 
form, however {it was actually started a 
year ago, but left on the shelf for a 
while so that time could be devoted to 
more pressing projects), there's little to 
see and, true to Sensible 's form, there's 




likely to be a LOT of big change* before 
the finished version goes out the door. 
The moot point at the moment is 
whether the game will lean more 
towards the arcade or strategic side, and 
there's still a lot else to be decided and 
re- decided. Something that will defi- 
nitely be worth keeping an eye on, 
though, is how the game will shape up 
against Rookies, a game also in devel- 
opment for Virgin, due for release 
around the same time and looking 
strangely familiar in gameplay and 
graphical style. 
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Tonight you could take Covert Action against 

foreign agents, deploy Special Forces on a secret 

mission or fan the Flames of Freedom 







Alternatively, you could have a game of draughts 

[f thrills, spills and excitement intimidate expertise to lead nu elite infantry unit 

you, gel [lie bored games out. But when across ilic world's moil treacherous 

the destiny of mankind tun be sli:i|H-d In terrain? Caji i«»n unravel intricate webs ol 

■■ c > 1 1 1 del isions, you 'could play a man- espionage mifl subt<:rliiKL- a^aiiiAi all odds: 
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Are jrau skilful enough to challenge ivild- 

cwd political extremists and lunatic g S?25^^2^^5? 
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<H ARE 

military dictators? I><> von have the Seriosfy Rm Sofhwtre 



Covert Action, Special Forces, Flames of Freedom - 
a]l classic games from Europe's Number One Sof tware Publisher 

Mk roProse Ltd, Unit 1 Hampton Road Industrial Emte, Tetbuiy, CJoa. GL8 BLD.UK. Tel: 0666 504 326 



'The most original 
funny, and clever 
arcade game IVe 
e^er seen - it's also 
by far the most 
playable and 
addictive," 

'Go and buy it now or 
be condemned to a 
life of never knowing 
what you missed/ 
Gary Whitta 
The One • 92% 



» 



mm 



"The most refreshing thing in 

years, and so individual it's as 

much fun to play as it obviously 

was to write. If you don't buy 

Wizkid, your life really will be 

a lot poorer*" 

Mark Ram shaw 

Amiga Power -91% 
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\ "It gets even more complicated when 
\ you discover thai Wiikid isn't just a 
! simple platform romp. Th 
I great gobbets ofadventumoiepiay- 
/ playing game Ming in there too, 
y Superb arcade-style, BUYIPJf 
^ f Marcus Dyson Amiga Format ■ 93% 
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OCEAN SOFTWARE LIMITED 

2 CASTLE STREET, CASTLEFIELD, 

MANCHESTER M3 4LZ 

TEL: 06 1 832 6633 
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SO Wing Commander 


(Origin) 


54 Pi n ball Fantasies 


(21st Century) 


56 ShadowoHds 


(Krisalis) 


59 Road Rash 


(Electronic Arts) 


63 Zyconix 


(Accolade) 


66 PaJadin 2 


(Impressions) 


68 Curse Of Enchantia 


(Core Design) 


72 Sabre Team 


(Krisalis) 


74 Doodlebug 


(Core Design) 


76 The Legend Of Kyrandia 


(Virgin) 


79 Assassin 


(Team 1 7) 



THE SCORES 

All elements of our games are rated out of a possible 
maximum score of a hundred. But what do the scores actually 
mean? 

Rubbish. Offensively low quality. 

Below average. Not acceptable by today's 
standards. 

Above average. But still plenty of room for 
improvement. 

Fair to good. Lots of nice points, but in no 
way perfect. 

Pretty smart. Above accepted standards. 
Extremely good. Top notch impress iveness. 
90+ Simply excellent. Breathtaking. 

THE OVERALL SCORE 

Obviously, at the end of the day, when all is said and done, 
the Overall figure is the best gauge as to whether the game is 
any good or not. While representative of the elements, it is 
not an average of the other scores. That's why it isn't called 
THE AVERAGE. 



DAVID UPCHURCH 
Dave's well pleaded with his past 
th's work. The work- 
chini; wc call 'tubby' has 
stretched his single braincell add 
■ written two (yes TWO) massive 
four-page review*, And he 
doesn't mind who knows it. He's 
even taken to walking the back streets of London 
wearing a sandwich-board, proclaiming himself the 
Cod Of All Reviewers' to anybody stupid enough to 
appear interested (which is nobody). 



—J GARY WHITTA 

I Gary's also been 'hard at if this 
month although quite what that 
'if is, nobody knows. Oh, and he 
l went to see Patriot Games 

"~ which, in his own words, is 

"excellent". He's currently trying 
to organise a trip to view Carry 
On Columbus but, unfortunately, no-one else will 
lower themselves to the depths that Gary 
constantly does, ff anybody else is Interested, 
though, then write to Gaz at the ususal address , 
please. 

SIMON BYRON 
The One's very own Worse) 
Gum midge was this month 
found to be sampling the 
delights of Legend of Kyrandia 
I Streetfighter II - both of 
ich were so good they 
need him to a gibbering 
nonsensical mess. We probably wouldn't have 
noticed the transformation had someone else not 
pointed it out, but now he's snapped out of it, 
Simon is well on the road to recovery. According to 
Simon, his doctor has informed him that the only 
treatment is a prolonged course of tea, cakes and 
sitting around on the stairs - and like any good 
patient, he's obeying doctor's orders to the letter. 
Especially the bit about the stairs. 

ROB CARTER 

Rob's on holiday at the moment 
so he's doing about as much for 
the mag as he usually does. 
Somewhere in Scotland" is what 
he told ws SO if you're up in the 
Highlands and you stumble 
across this very sad creature who 
looks like a member of the Shamen, please be so 
kind as to point him in the direction of the EAAAP 
Towers. On second thoughts you'd better keep him. 



THIS MONTH'S FAVES 
The games that have heldped us make it 
through this issue with our sanity intact are, 
in no particular order, Sensible Soccer, Pinball 
Fantasies, Road Rash, Assassin and SpeedbalL 
2 (which Gaz is the best at, by the way). / 
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Have you got what 
it takes to save 
the Galaxy from 
alien scum? David 
Upchurch mutters 
"Red Five 
standing by" into 
his flight helmet 
and prepares to 
find out if he 
comes up to 
scratch... 



lar into the future - the 27th Cen- 
'tury, if we're being precise - a ter- 
Irible war rages. The Kilrathi. a iav 
age warrior race of cat-like aliens, 
have at last found a species with 
the furhalls to stand up to them and, you 
guessed it, it's us humans. Our thin line of 
defence is provided by l-one Star Carriers 
which cruise the border space between the 




Terran Confederation and the Kilrathi Empire, 
each of which is home to several squadrons 
of fighters and the pilots who fly them. 

Aboard the Carrier Tiger's Claw, which 
patrols the notorious Vega Sector, is a rather 
special pilot - you! Along with your comput- 
er-controlled co- pi lot buddies, you have to fly 
various missions and it's your performance in 
these that decides the future of mankind, 
Who will come out on top - the noble humans 
(hooray!) or the overgrown moggies (boo!)? 
Eight out of ten Kilrathi, who expressed a 
preference, said that they'd choose the latter 
option... 

Wing Commander is the game that 
comes closest to being an interactive 
movie'. Animated cinematic sequences 
move the plot along between missions and 
the actual space combat is depicted using 
detailed bitmapped ships for greater realism, 
the end result being a game that really does 
look and feel like a top science-fiction movie. 

When Wing Commander came out on PC 
it went down something of a storm... as long 
as you had a machine decked out with go- 
faster chips and a weighty hard drive. There's 
no doubt that it's the most ambitious PC-to- 
Amiga conversion yet. But can the Amiga 
cope? Well, here's where you find out! 
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(Top) Messages are constantly 

being transmitted back And 
forth between the ships. By tall 
i iig up the com ins screen and 
choosing between the multiple- 
choice options, you can tell your 
wingman to engage the enemy 
or break off, or request landing 
permission on the Tiger's Claw, 
or even taunt the Kilrathi with a 
few well chosen insults 

(Above) Kilrathi pilots are not 
the only dangers you'll meet - 
these asteroids also pack a 
punch, and it takes skill to avoid 
them. You can set your ship on 
auto to do the boring' job of fly- 
ing you from nau point to nav 
point, and it'll slip straight 
back into manual control if 
you encounter enemiel. 
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You're out of the Naval Academy now end 
assigned to the Tiger's Claw where real com hat 
beckons. Your first mission Is a simple patrol 
around the Enyo System. Shouldn't he too 
difficult, should lt...7 



Apjrt from the standard view looking out aver 
t.h« nose of the ship, there are side- and bach 
views to simulate your head looking around the 
cockpit and a number of out-of -cock pit views, 
most nf which actually aren't that helpful. The 
only time these work is whin the game cuts to 
them automatically to highlight a particularly 
exciting or dramatic moment in the game (you 

know, you're ship exploding or something) - as an 
actual aid to playing they're not that useful. 



Colonel Halcyon details the 
mission requirements. Basically, 
the simple rule is "Don't fire 
unless you're fired upon'. Don't 
want any civilian casualties, 
after all. 



Scramble! Scrambler The pilots 
race through the ship's decks 
and into the docking bay. A 
quick pre-flighl check and 
'we're away! 
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Thi* jf when Wing Commander is at its most 
exciting; you and your fellow pilots are locked in 
combat around a massive star destroyer or space 
station and, as you fly around the massive super- 
structure chasing the Kilrathi filth, you can see 
your comrades dogfight ing (or should that be 
: ■itfigtiting?) in the distance. It's all very reminis- 
cent of classic Star Wars' moment*. 




So far, so quiet. But a . you approach the first 
Nav Point three Dralthi- class medium fighters 
intercept you! A short but sweet fight ensues 
and soon the Kilrathi pilots are eating vacu- 
um... 

(Below) Aaaiiee! Uncharted asteroids Ne 
between Nav Points 2 and 3. Take evasive 
action NOW! 



(Below) More Kilrathi, this 
time piloting Salthi light fight- 
ers. Again, they prove no 
match for your dogflghting 
skills are are soon nothing hut 
fading clouds of plasma. 
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(Above) The early missions are simple 
sector patrol duties but later on you 
get to escort cargo ships and attach 
K.ltathi dreadnoughts- Sadly there 
am no mission* set over planets, but 
the ones provided are plenty exciting 
enough SO it's no loss, 

(Left* The Tiger's Claw pilots' quarters 
doubles as the SAVE game screen. By 
clicking on an unoccupied bed you 
can save yor current game. Sleeping 
pilots represent saved games, and by 
clicking on th«m you can restart an 
qld game. 




xjei'G cae S* wc 



M bCCft a 

nOtf . 

pTTCHti to 'lav 1 



»IS*jgn rviorK f*t« 



LaciAiDrfe -n '. -'■', 



I I I I 



J 



I 



(Above) Death is always a tragic 
event, especially when it happens 
you. Once the Fleet manage to find 
your corpse (or what's left Of it}, 
there's a tear-jerking scene of your 
remain 5 being jettisoned into Space, 
complete With full military honours. 
Vou will, we hope, be missed, 
Alternatively, if yqu happen to per- 
form especially well in your missions 
you may be lucky enough to be be 
awarded with a medal by your supe- 
riors, again depicted by a full 
animated sequence. 




(Above) This navigation screen can be called up at arty time during flight. It basically plots out 
th# route you'll be taking through space on your current mission. Vou can also change navi- 
gational headings here, although generally speaking it's best to leave it all atone and just 
carry out the mission as you were instructed by your superiors. After all, you don't want 



carry out the mission as you 
to be court-martiaHed do you? 



PILOTS! TO YOUR SHIPS! 

As you progress through Wine; Commander it's like- 
ly that at some point you'll get to pilot each of the 
four different Confederation fighter craft. Each fight- 
er is fundamentally the same - they all have a radar, 
eomms system, shields and a selection of arma- 
ments, including both lasers and missiles (dumb, 
homing and heat-seeking) ■ but their performances 
vary radically. And beware - being given a new ship 
Isn't always a compliment, as some of these craft are 
real pigs to fly. 




HORNET 

This light fighter Is essentially the beginner's ship 
and the first one you'll get to fly. It's nippy and 
manoeuvrable, but too lightly shielded and under- 
armed for any really big scraps. 




SCIMITAR 

Try to avoid getting saddled with & Scimitar, if you 
can. Tliis medium-class fighter is the slowest of the 
lot, thinly shielded and even more thinly armed. A 
flying coffin, if you ask me. 




RAPIER 

My favourite ship, the Rapier is another medium 
fighter. It boasts the highest maximum velocity of 
the four ships available and is sufficiently well 
tooled- up and shielded to make It a good general- 
purpose fighter. 




RAPTOR 

This heavy fighter is probably the best ship for the 
coward. It's reasonably fast, but very heavily shield- 
ed and packs a punch that sends the Kilrathi flying 
into the next star system. 




Above) Between mission* you can pay A visit to the bar. Here you meet 
pilots from other squadron* and you can chat to them about dogfight tac- 
tics and war development*. Once into a conversation you don't have a lot of 

say in how it goes ■ basically you just sit back and watch as your on-screen 
alter ego banters with his buddies. A bit more interaction with the people 
you meet wouldn't have gone amiss, it has to be said. Alternatively you can 
have a go on the bar's video game (shown in the bottom left corner of the 
screen}. It's is a combat simulator and provide* a good - and completely 
safe ■ chance for the novice pilot to brush up his flying skills. If you do well 
you can even leave your initials on the high-score tablel 




ere's something about wing 
Commander. Sure, it's great to look 
at and the musk and FX are superb,, 
but even the prettiest graphics and 
sweetest sound palls eventually. 
And, let s be honest. It's not the 
deepest game ever created (In 
essence It's just a glorified 3D shoot- 
em- up) and it's not the toughest 
either; ft certainly shouldn't take a 
decent player that long to finish it. 
So why do I find myself returning to 
pray it time after time, even when 
I've completed It? I guess If s got 
something to do with the fact that 
WC {unfortunate abbreviation, that) 
really does feel like an interactive 
movie'. It's got simply bags of atmo- 
sphere and the player/ viewer's level 
of involvement with the action on- 
screen can become incredible. After a 
few days you really start to form a 

bond with the pilots on the Tiger's Claw, so much so that 
losing a chum in a dogfight can be quite affecting. "This Is 
all very well and good," 1 hear you cry, "but Is it fast 
enough?". Well, the answer is: Yes, it is... but only just. 
There's no denying that what you've got with Wing 
Commander on the Amiga is a programming miracle, but 
the strain still shows - even when the screen is fairly empty 
the update is never that speedy. However, it's still fast 
enough to be playable and that, at the end of the day, Fs 
what really matters. Basically, the message is this: If you 
want Wing Commander on Amiga then here It Is - nothing 
added, nothing taken away. However, anyone looking for 
high-speed thrills will be disappointed. 
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REVIEW 



Table-top action returns in the latest sim 

from 21st Century. Simon Byron likes a 

good fantasy so with his 

fingers on the flippers 

he returns to the 

tattle in an effort 

to prove that 

he's a right 

'Pinball 

Wizard' 
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p 




inball Dreams went down a 

right storm earlier on in the 

year. A surprise hit, everyone 
knew that 2tst Century wouldr 
be foolish enough not to capitalise 
on the enthusiasm they'd drummed 
up. Not content with simply releasing data- 
disks, they've completely redesigned the 
game with four new and interesting tables 
and a wealth of not-included-befare fea- 
tures. 

The tables are presented the same as before with the screen scrolling 
vertically to accommodate the whole playing area. Once again up to eight 
players can participate in each game providing a real party-type atmo- 
sphere, especially when combined with a few beers. That's all there is to 
say, really, as when all's said and done it's a pinball game, okay? 



blither. 21st Century 
0eviPep9r: Digital 
Illusions 



£29.99 Out Now ' 



Keyboard 



MEMORY I DISKS 
51 2K 



1 1 H P II [ S 



S I U I 





AYAlILin 



LflSTIBILITY 



(Above) Tin* 
Billion Dollar 
Gemeshow gives 
you the chance ta 
'Win' all manner 
df prizes from 
colour TVs to lux- 
ury cars and 
boats. What all 
this rubbish 
means, though, is 
more and more 
points. Tht centre 
pin just behind 
the flippers 
doesn't appear to 
be as effective as 
the one in Pinball 

Dreams so don't 
expect an easy 
rid* on your way 
to earning that 

billion dollars. 
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This Is the best table out of the four with many hidden 

features to be discovered- The arcade offers you the 

chance to play a fruit machine and racing around the 

ramp produces a nice 'loop' animation in the score 
panel. There's a hidden entrance in this table too, 
which can be used to get ■ massive points injection 




must admit to being a huge fan of 
Pinball Dreams so I was really look- 
ing forward to Fantasies. The big 
question is, of course, does it 
improve on the orlglnaJ? Well, to 
be honest with you I'm in two 
minds. The scoreboard - with its 
all- new pixel y' effect - definitely 
looks better and the graphical 
displays that pop up are excel- 
lent. Sometimes, though, these 
messages are so lengthy (In game 
terms) that when they appear the 
first time you find yourself paying 
attention whilst the ball promptly 
disappears. Frustrating to say the 
least. What's the point in telling 
somebody that they now have a 
chance to go for a huge bonus when 
by scrolling the message slowly 

across the dis- 
play the ball 
is already lost 
- meaning the 
bonus has to 
be re-earnt? 
Admittedly 
once the mes- 
sage has been 
seen once you're not likely to pay too 
much attention to it again but it is 
still mildy annoying. The extra 
flippers are a bonus and offer the 
extra challenge of the sideways 
'loops' but some of the tables appear 
more cluttered due these extra obsta- 
cles and at times It can become 
unclear as to where the ball actually 
needs to go. These slight criticisms may sound harsh but 
they're not Intended to be, after all the original gameplay is 
still all there and that's what made the first Pinball such a 
success. As to whether you should buy this if you already 
own the first game... Well, I' J say yes but only if you were 

really Impressed by the first. Of 
course, if you don't own Pinball 
Dreams then this might be a fine 
time to discover what you missed. 
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Stones & Bones is an intriguing table. There 
are a multitude of large scores and hidden 
features to be earnt, including the 'kick back 
which stops the ball falling down the left- 
hand flipper gulley. 
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for pool what he did for 
Brought: it tt^lISi,, rules, 
and all to the home 

c: o i-vi jo u t e r . 
■ res -throe »e*» of rules: 
Coin-Op, and ©-Ball and 
Pro. Von can practice or 
igle match against a friend 
20 «Qmput*r-controlled 
inta. Or why not involve 

a tournament as orits of 
eight players'? 
l#ave the <duo strict •mall 
tiorno. Arc nor IVIaclotiri 1* 
Is all you noecfl. 
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SHADOWORLD 



Having rocked the role-playing world with the blockbusting Shadow lands, Teque 
is back with a space-age sequel that should ring a few bells in the heads of Aliens 
fans. Gary Whitta's on a one-way elevator to Hell. Going down... 



Shadowlands in space. Right, 
that's this game described. 
Next! (Don't push your luck - 
Ed.) Well, it sounds a bit blunt, but 
that's basically what we've got 
here, The isometric RPG produced 
for Domark by Teque last year 
turned more than its. fair share of 
heads, mainly because it broke sev- 
eral sacred role-playing conven- 
tions by being easy to get into and 
understand (heaven forbid!) and, 
more to the point, a lot of fun, 

By taking RPG depth and shoe- 
horning it into a format more suit- 
ed for mass consumption (i.e. it 
looked more like am arcade game 
than a hefty rote-player) Shadow- 
lands also managed to hook a few 
people into a genre which is r for 
the most part, sadly neglected by 
the majority of Amiga players. 

A sequel, then, is of course the 
order of the day. And while Shad- 
owed ds is by no means an official 
foMow-up (the scenarios of the two 
games couldn't be further removed 
if you tried), there can be no mis- 
taking the garnet origins. Using an 
improved version of the impressive 
Photoscape graphics system. Shad- 
oworlds is set in the far future, 
after a galactic war so devastating 
has finally convinced humankind to 
renounce violence forever and 
embark upon a new era of univer- 
sal peace, 

But just in case, a single 
weapons research laboratory has 
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The t«am of four space marines is selected from a mass of possible contenders. They're a distinctly varied bunch 
(there's a malfunctioning droid and a wo If man in the roster), with the only universal trait being that they're all 
pretty rough -rl -tough characters. Their all-important statistics are complemented by a short biog giving »ffl» 
indicators as to how the character may perform under pressure. As usual, it's best to go for a mi* Of ftyl*I and 
skills rather than just going in with, say. four hard-nosed but bird-brained killers. 

been kept active at the far edge of 
the galaxy - and it's to here that 

you and your party of super-hard 

war veterans are sent to investigate 
when contact Is mysteriously lost. 
Shades of Aliens certainly, but then 
that's pretty much the point. What 
happens next is anybody's guess... 
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Th* four-man marine team beams into the space colony without any 
weaponry (this is an age of universal peace, remember?}, to it's vital to 
find and equip the team with weapons as soon as possible, Light sabres, 
found near to the entry paint in handily-discarded crates, are the basic 
'tool', although their power is limited, and so suitable for only minor 
skirmishes with small robots. 




Once a pistol or rifle has been found, efiemies can be taken on at 
long range. A nice touch is that the heavy weapons consist of 
two parts, the barrel and 1 the Stock, SO players can customise 
their weaponry by connecting different parts to 
produce a range of different firing effects. It 
makes for a potentially hug* array of 
weapons, if you're willing to experiment. 



(flight) computer screens set into the wall pro- 
vide simple clues - you'd have to be a very dim 
rale-player to not guess that pressing the touchpad on 
the wall neat to th* door might open it. In fact, there 
are plenty at switches and buttons to fiddle with, their 
purpose only becoming apparent once you've taken th* 

plunge and pressed 'em... 
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Shadowlands' rather pretty Photo scape system has been enhanced for 
Shadoworlds • instead of the first game's primitive torches, which cast just 
a pool of light, characters in Shadoworlds can cast a directional beam of 
light from a lamp set into their helmet. Light can be cast anywhere around 
the screen, so it's useful for trying to spot any traps that may be lurking in 
the darkness. Unfortunately, the helmet lamps only work when powered 
by the right battery, and they - you guessed it - have to be found first- 
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The ubiquitous inventory screen allows players to manipulate and examine 
objects, check stats and health levels, and re-organise the party. Th* four 

members of the team can be set up to move in any formation within a 
strategic diamond shape (right of the screen), or even split up into separate 
task forces which the player can issue orders to separately. Single party 
members can also wander off and 1 explore,, but they've got much less 
chance surviving on their own than they have with the rest of the team to 
back them up. 

Security robots positioned strategi- 
cally around the complex are 
programmed to attack intruders on 
sight - and that, of course, includes 
you. The small floating droids may 
sap your energy a bit, but they're 
essentially little more than light- 
sabre fodder, It's the larger robots 
and, later on, the more unsavoury 
adversaries that cause the 
problems,,. 





THE VERDICT 




mr: KflSallS 
pi«r. Teque 



MouseJKey board 



MEMDRV 



Rfll XIES 

L 1 D 



PHYREI1ITT 



As the sequel to Shadowlands, 
Shadoworlds is just about everythi 
you'd expect - more of the same 
stylishly-presented role-playing fun, 
with a few notable enhancements and 
a suitably moody scenario. Indeed, the 

space-age setting is one of the game's 

r ° D £25.99 Novemtac 

strongest points, making a refreshing 
change from the usual unimaginative "'"' ** Mr 

sword-n '-sorcery dirge. There can be memory i disks 

no doubt that Teque have gone all out 
to recreate the brooding feel of James 
Cameron's Aliens here, and the ideal- 
ly-suited Photoscape system has 
helped them pull it off to good effect 
although, as sophisticated as the sys- 
tem is, I'm stilt not convinced that It's 
as practical as it is attractive. There's a 
certain amount of frustration when 
much of the game is played in partial 
darkness, and there are times when 
you wish you could just light I . 

everything up and have done with It, 
If it's a really Aiien-esque atmosphere 
that Teque were after, some rumbling 
background music and effects would 
have done the world of good - sadly 
there's little worthy of note on the 
sonic side. Regardless of that, 
Shadoworlds is undoubtedly a very 
polished, sophisticated and enjoyable 
role -player - and a big one too. If any- 
thing, it's more action orientated than 
Shadowlands, with more emphasis on 
combat and exploration than conven- 
tional puzile-solving. I have a few 
gripes with the control method - It's 
not quite as friendly as you might be le 
particularly when moving the party about. They're not 
intelligent enough to walk to where you've clicked auto- 
matically, they have to be guided round objects and 
through doors, and this can seem like a chore at times, 
Because of Shadoworlds' slick presentation and its slight 
move away from the puzzle side of things, I think it's less 
likely to appeal to hardened RPC purists and more to 
unseasoned adventurers - it's swish scenario and friendly 
interface make it the ideal introduction to the genre. But 
that's not to say it's a pushover and if you liked 
Shadowlands (plenty of you, I know) you'll love this. Yes, 
it's a cliche but it also happens to be true. So there. 
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Now AMOS has 
turned Professional! 

AMOS The Creator has brought programming within the 
reach of over 50,000 Amiga users. Now it has been given a 
complete overhaul and the result is a vastly enhanced 
product - AM OS Professional - designed for all experienced 
Amiga programmers. 

AMOS Professional has 200 new commands, taking the total to over 
700. Included in the package is a 650-page manual written by Mel 
Croucher who wrote the highly-praised Easy AMOS manual, and 
Stephen Hill who wrote the original AMOS manual. Programs i 
written using earlier versions of AMOS and Easy AMOS can be | 
loaded into AMOS Professional for amendment or enhancement. 
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Write programs with ease using the feature 
packed Ldiior 



Track dmvn proMems fast in the advanced 
Monitor MavV 



You can get serious too- File O' forfs shows 
just what's possible 




• Two discs crammed with working examples, and tutorials 
demonstrating AMAI.. the new AMG5 Interface system, 
collision detection and other key topics. 

• A selection of new highly-finished programs, 
Including Ptaoet Zybex (a scrolling shoot'em up), 
File OTacts (electronic data organijw), Quati*> {pvy.-s.k' 
game) and Dithell's Wonderland (an eight-way 
scrolling platform game). 

The result is a nac.fcat y which will mare than satis fy home 
and pro fessional AMOS users. It's fun to use , lots to learn - 
it's essential tor the Ami ga. 
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• On-line help provides details of the command at the 
cursor position - another click takes you to a fully 
documented working example. 

• A new editor with drop-down menus, keyboard macros, 
advanced undw'redo, and multiple windows on screen. 

• IFF animation playback that runs faster than in PPaint. 

• MED music library support with Mini data s*nd, Noise 
Tracker support, easier access to the printer, serial and 
parallel ports and much more. 

• MOUTH commands to link sprites to speech output 
from the SAY command to create a realistic talking head, 

An easy introduction... 

If you're a complete beginner to programming you can make your 
Amiga really work for you! Easy AMOS is a simplified, ultra-friendly 
version of the best-selling AMOS Basic programming language, and it 
will propel you into a fascinating world. 

Voir will learn how to:' •Produce impressive graphical effects • Create 
snd animate nilourful objects • Scroll large text across the screen 
• Make your Amiga actually talk * Add music bo your ovations 

Turn your ideas into reality- arcade games, adventures, computer ait, cartoon animations, home 

financf, educational software, demos.. . [he list is endless! 

racked with ready-to-run programs, you. can quickly understand how they work, and use the ideas 

in your own programs. There's a ZMfiHon course to lake you through the steps of programming. 

tos u AfAOS's ste p-b v-step and fun a p proach is the simplest 

and easiest route to writin g ii our own software- 
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EASY AMOS REQUIRES 1 ME OR MORE Of RAM AND THREE BLANK 

DECS. AMOS PROFESSIONAL REQUIRES I MB OR MORE Of RAM. 

TOUTCRARf TO AMOS PROFESSIONAL CONTACT DATABASE DIRECT 

ON £61 38727*1. AMOS PROFESSIONAL ANPEASY AMOS ARE STOCK 1 1 

at MlftT COMPUTES SOFTWARE RETAILERS. 
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Motorbike racing 
with a hefty 
amount of cheat- 
ing and violence 
thrown in is the 
name of the 
game in 
Electronic Arts' 
second 

Megadrive-to- 
Amiga 

conversion. Gary 
Whitta straddles 
the throbbing 
metal monster... 




From the moment you turn to the totally unscrupulous first page in the 
instruction manual, it's instantly clear what sort of game Road Rash 
is. A motorcycle racing game, sure, hut one where the object is to 
win no matter how devious the required tactics. The action - set around a 
ficticious pan-American bike racing tournament held every year between 
the country's meanest, dirtiest riders - is your basic arcade-style racer, but 
with one notable twist - it's possible (and entirely acceptable in the rule 
book) to clobber opposing riders and try to knock them, quite literally, out 
of the race. 

There are five tracks across the United States and you have to race each 
one against fourteen other 'Rashers', advancing through the levels and 
accumulating prize money with which to buy faster, more powerful bikes. 
And so it goes round and round. The only problem is the constant threat 
of having your neck broken by a timely thump from a fellow racer or by 
falling foul of the maniac car-drivers who aw trying to use the road too. 
Oh. and did we mention the cops that make the guys out of CHIPS look like 
Dixon of Dock Green? If you don't end up in hospital or in prison you might 
just come out of this a rich man... 
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PLAYER A 
LEVEL L 



SIERRA NEVADA 



THE NEXT RACE 
WILL BE IN THE 

SIERRA NEVADA 
5.6 MILES 



Each of the five tracks differs slightly in length and terrain, but th* object 
Of each is the same - win! You can have as many attempts as you like, but 
you must finish fourth or better in all the races in order to qualify for the 
next, tougher level. As you progress through l*vels you r«c* th* same five 
tracks, but they get longer and the opponents and th* cops get meaner. 



Road Rash races don't take place on specialised tracks but on public road* 
far from the city- As such there isn't much in the way of roadside obstacle* 
and so accidentally riding off th* road, although it slows you down, 
needn't be fatal. There's always the chance that you'll hit some rogue cac- 
tus or bush, though, SO Stay tight on the corners and don't go drifting off. 



Of the multitude of other 
Rashers on the road, there are 
about half a dozen colourful 
characters worth watching out 
for. before each tact on* of 
them pops up with a brief mes- 

sage, either commenting on the 
last race, offering some tips for 
the next. Or just shooting the 
breeze as these Californian types 
liks to do. Alternatively, one of 

the motorcycle caps might turn 
up with a warning to watch your 
speed - if they do, it's a sure-fir* 
b*t they'll b* th*re, keeping an 
*ya on you during th* race 
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Fighting or, to give it its official name, brawling with other racers couldn't 
be easier, Simply ride up alongside your target And lash out with your fist 
or yd jr foot, Some racer* are tougher than others ■ each has their own 
energy level ■ and the tougher riders may take several hits in quick succes- 
sion before they're finally dismounted. The basic idea is that although 
felled riders will get back on their bikes and continue racing, it costs them 
valuable seconds and so it's a much more effective way of moving up the 
pack than simply riding past, 




Some riders, who are obviously playing for keeps, have armed themselves 
with truncheons which they'll readily introduce to anyone trying to get 
past them - and that includes you. If you're quick, though, you can grab the 
cosh from the rider as he tries to hit you with it and claim it for your own. 
Once armed with one af these babies, you can cause some serious damage 
to the opposition ■ but make sure another Rasher doesn't grab it back. 
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A top four place in each race is all you need to qualify for the next level but 
you'll have to do better than that if you're ever going to win enough cash 
for a decent bike. Once you've got down to third and fourth place, the 

riz« money is hardly enough to cover the petrol, A results screen after 
h race shows who came where and how much they got. Finishing below 

■grth, of course, doesn't earn you a penny. 



(Below) The cops are by far the hardest bikers on the road - don't expect to 
knock one of these guys off their perch too easily, They can't force you to 
pull over, but if you're dismounted while the cap's on-screen it's race over 
as you're hauled down the cop shop. First-time offenders aren't charged, 
but there ar» increasingly-hefty fines for those who continue to flout the 
speed limit. 
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ITS YOURS 



BIG OH HANDLING » SHORT OH POWER. 
IT'S IMPORTANT TO MAINTAIN SPEED 
THROUGH THE CORNERS OH THIS OHE . 



(Above) Once you've -won enough 
money, you can pay a visit to the 
bike shop and splash out on a better 
bit of kit. They start at $5000 and go 
from there, with performance, speed 
and handling differing on each 
model. It's down to personal tast* 
and riding style which model you 
want, but it's best to work up gradu- 
ally through the list - an 
inexperienced rider wouldn't stand a 
chance on an awesome machine like 
the 150 horsepower Diablo 1000, 



Cars represent a major menace - it's 
not too bad if you come up behind 
them because you can Just steer 
round, but those coming the oppo- 
site direction can be too fast to 
avoid if you don't spot them soon 
enough, The trick is simply to stay 
in the correct lane (remember 
Americans drive on the right), 
although it's all too easy to forget 
this in the middle of a heated 
punch-up. 
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All other riders in the race are 
named and the dashboard displays 
the identity ot the biker closest to 
you for a t-a-qlance reference- 
addition, the rear-view mirrors give 
a useful (warning of any Rashe's 
who might be creeping up on you. 
it's alio quit* good for watching 
dismounted riders tumble away 
down the road behind you. 

If hit by a car roadside obstacle 
or dismounted by another 
rider, the player and his 
bike are separated. 

You've then gat to run 
back to wherever the 
hike has come to rest 
{the severity of the 
collision 
determines how 
tar away you and 
the machine land) 
and pick it up 
befor* you can 
continue. It'* wry 
bad news, not 
only for your posi- 
tion in the race but 
a (so for your bike 
which, if damaged 
too badly. wilJ require 
costly repairs. 
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To some extent, the jury's still ou 

on this one - the office opinions < 

Road Rash are a real mixed bag. 

After much playing and haggling, 

and then some more playing and 

bit more haggling, we came to the 

° b & DwveJopw. Peastar 

decision that Road Rash is a good — ^— _ _- — 

_. £25.99 Mid Nov 

game, but not a great one. The _^^_^______^__ 

biggest thing in its favour is simply K*ybMr*Joyitiiiuj*>)ni«i 

that it achieves its most important memory 

goal - it's a lot of fun to play. It feels 1Mb 
good, the controls are responsive, 
there's a good sensation of speed 
and there's plenty of action and 
excitement all round. However, it's 
saddening to see that the Amiga con- 
verters haven't really bothered to do 
THAT much with the material I I 

they've been given, and the result is 
a game that might be fine on the 
Megadrive but looks and eventu; 
feels a little primitive for the Amiga. 
There's a lot to be said for the fact 
that Activision's Super Hang-On, 
which is getting on for four years 
old, is faster and more polished than 
this. Graphically a lot could have 1 

been done, but unfortunately there's ^^ 

nothing that really stands out and 
impresses, and the same goes for 
music, which sounds more suited to I I E ft A L L 

an ST than an Amiga. Cameplay- 
wise, you could probably guess at 
Road Rash's console origins if you 
didn't already know - it's about as 
deep as the toddlers' pool at the 
swimming baths, and ultimately it 
entertainment is limited, if only 
because there's not a great deal of variety between the dif- 
ferent tracks and opponents- The police are a nice touch, 
but prospective buyers shouldn't expect too much of the 
game's violent bits - they're good fun and a worthwhile 
addition but not as integral to the action as you might be 
led to believe - think of them as an entertaining side salad 
to the main meal. What Road Rash REALLY needed was a 
split-screen or link-up option so that two players could kick 
the Hell out of each other - that might have made all the 
difference. As it stands, Road Rash is a worthwhile racer 
that's definitely worth a look If you're more into bikes than 
cars, but there are plenty of other speedsters out there , 
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PACK ONE 



HOMf HU5WH PACK 

He 4LW .' is* met curiam T«l Ernyitg y3 . word 
piotesiof & Baoe II dalabcM VlsKrJc ■ sp™odstM»l 
DTP pnaram, 600. filarial LePcrs fiusnsi Lord mata. 
fjor*n$ uih, Forma -oeiianei 
A MUST (MHOWit BUSINESS 



€12.00 



PACK TWO 



PAOtUMi 

DEW? PACK NO EXslH. tUODntMi 1 12 OSkS mmi™ r 2. 

SWOPO* "Memo* Hrjngcwr- Pnkir» TL<lna InoflK". 

□uaw ~5L±alonn~. ffanorrvni "Yrtraooct" Detny 

"Smpjoos Demc" 

G«1T RASTER Pack 



€12.00 



LATEST FISH DISKS 



Fhri OBIa a - n :rafirrGd iWth al al ffw lalesl end oral 3Q 

programs, T Ew are Le^ly irM^eiaed A refli&efll 

HKeteii value fui im*W!j lh*f crura «Y*rh VJI 

pfisiruepoffi. bur be mm. nej an tended tar uoti 

wtn a tank «ww>J9(i of f<w if* v m w» nn«e nil of 

hwKaSenkyi ^om 1 hi TOQnvi ■vaaty .nl Ml iir nn h» 
Pkrf mnrhpfts. FJafcxh nrp soma </ Ihn otw Disks 

ft ew Bfoeo-»*jns»ft(oni«mpiniw 

FF H( SfEAiVI MK1 ■ Bute your mm BFAh <Kpans»n & 

F! «* CWKltiiiSTAJiPWJrtUWIVfPS 

FT *TVS C-MANIJA. - The flrasr sWIC-i m*h Vi 

HKaculaota OHcmptes fc. Lhrs li Deal 
FF 4*4 OTATWD 'PLAffiK 13.00, 
ff 4*7 90tia>.l>iAra>.*lT-mfsvur*)vimi*Mm 

In nnosl termor?, 
FF 6*5 F«ECOPVclB-H*riwwsprolaclonfa. 

FF Ml W*C("AGB-Cnift jftifOwfldSklMg ultra 

FF 479 (V0<5H MU : 3 1 - Boy Trorhg. pro^om 

f! tpc neivnsK vi si oncta-v uttiv. Fui 

rcroginian* 
FT i*9 vraus rj-tLKts Mi OS. 
FF M4 AlFCCLUVft Good Snddarr A ink, ,vli 

Hdtf 
FF *M D6(TEP(T-Ch«lac(Bi.infegfiV. S)mmrn> 

MortcTiunPC 
FF **l OIaMl Fut lealj'ed BBS p-D(jram. '"dudes 

2ipfci.wlJBi.j3Ti; 
FF *J3 SYBASE I- DMOtOSe 
FF *4J K-TAX-lMmiMHr 

FT «Q BOOT IFniSJ rjCHSiTfilJCTlOfJ Sfl 
If H7 FEFt^AI'-T iribi la Sftinl 
FT «l COhEEHTCKilMCOWW 
FT 619 SUgWD-WHireinKKjriraclTineii 
Witt SHOrtGUBJ EkdoiihI hcrclataillB 
ujl pj erior messoaes 



UTILITIES 



TOU It *BTW*C.SMlWHONn=1 

FWJ 3! FIVi ll-H 4WTTIC 5^5t«l FI 

PDU 43 FI5K«!MA«f;F«i(FPf*rP 

PTXJ Si FR1- 1111 ASrRnfAftfJV PKXWAnl 

pnu n FiAWFwraauriirtsiiOElailft' 

POu ni wjj.wAeK 

FCLi WJ mCLOeSKMFIIfl 

PCO WS tCONrViAHSIB 

FWJ T>4 ICONWulNUipi 

FOJ 151 FIXDCK.FF 

POJ TM (SAMliMliiCdWfl'CS 

POU 1*6 FWCQh BOOTH SOCK CSE4TW 

PDU 207 POfKTSOUHOV WFJt 

f"i>.j ?w McriHriaauF^p 

ptu 3t& ram snnLTiAlos IB 

POU 34? ATWS iT £WuL*TO« IflSW >«SW 

PHJ 344 5ff C1WM EF*U*'Olf VI 7 

FOJ 365 FBHHJ9DH FIMUIAlOft ■ 

PfU 170 FLtnSftMColDbaicll 1 - 

PDU 371 *ija? MISO*ki(i>Wtei|iPi 

POU 377 tt-CWDesifln preonjmtfl 

FTU 3JFJ TFMMga3«Mf FtV3 3 IBM En* 

PDU 3(1 C4P5HTF8¥TrTxslJ»flF| 

POU 3BD TtXTnuSv2rjin|iillCiiir<n«dF<lcin 

Kxj 3JJ «*D vi iomnSMDi-Fi 

PDJ 383 M£5fivSC.| fi 

POU 3S3 SHCIUPWTvW 

pou 3M owwuning.! 

POU 3M afrnKKAC'^fliTl 

FTi.J 3U AWJGATCDi il I tng Iff. 'rtrstn DTP) (PI 

POU 31.' WlNl>JWBtN(.HFiLi|2Cllfcll 

POU 3M *MBLW(5SLrrr!ISIP| 

PDJ W> 6-fAV IIIEs«llentFosi([3ohihasin 

PDU 391 FOFSM5 FSAU.T UNLIWTEO B 

POU 3M AMfBAS PSOFESitOtWLli 



• VIRUS FREE 

• 4ft HOURS DESPATCH 

• FIRST CLASS DELIVERY 



CATALOGUE DISK 



Ouf latest update cowans details af quf 2S00 
flbjt tulsclion II also hai Som* FREF iJSPn«* in 
H. ThB Is one at the most proffissGnal disks you 
will see. Pease send i First Class stamps to 
receive your copy AHematWetv, ^af ten how* 

ftiwFEFF iv:V yOif fir Al Ofdm 
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PACK THREE 



F/llSCPi(XIK)DISt5t 

V^uri M.rtj: .MnmM^, QutadDnE "tarRHin f/4jmi" Cidc 
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ENTEFtpBtSf Li»VW5 FXKJ; mgorronj IPI 
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Klax meets Arkanoid meets 
Tetris r that's the best way to 
describe Zyconix. But is it more 
than the sum of its parts or less? 
David Upchurch reports... 

Zyconix looks ■ and plays ■ very much like a two- 
dimensional version of Kla*. Artd, considering that 
Klax's three-dimensional aspect was completely 
false and superfluous anyway, you'll appreciate that the 
two games are very similar indeed, The scenario is this: 
randomly-selected coloured blocks tumble down from 
the top of the screen and collect at the bottom. The 
player can grab them With a cursor as they fall and move 
them around the screen, with the aim erf positioning 
them so that when the blocks finally come to rest they 
form lines either horizontally or diagonally - vertical 
stacks would be too easy - which then disappear. If the 
blocks build up to the top of the screen then the game 
ends. 

From time to time special icons drift down which, 
when grabbed, have typically beneficial but occasional- 
ly detrimental effects on the player's game, The longer 
the player survives, the harder it get, with the blocks 
falling ever faster. Before the game starts the player can 
make things tougher for himself by increasing the rate 
at which blocks fall and altering the minimum number 
of blocks needed in a line before it'll disappear. 

And that's ali there is to say, really. Like most arcade 
puzzle games Zyconix is a very simple concept. But does 

it have that elusive addic- 
tive quality that Tetris had 
or is it just an also ran? 



You're certainly not 
starved of options in 

Zyconijc. As well as mul- 
tiple skill levels, you 
can choose to play any 

one of a number of 
variations on the basic 
gameplay, .ill 
selectable from this 
screen. Louis's game \i the basic 
endurance test - survive as long as possible, 
Dana's game plays as normal, but with a wall of blocks already 
in place at the bottom of the screen which have to be removed, Shazta'S 
game is against the clock - fail to get a line within a time limit and a row of 
undestroyable blocks appears at the bottom of the screen, pushing tht rest 
upwards. Spry is a survival game, with rows ot undestroyable blocks con- 
stantly being added to the bottom of the screen, gradually reducing the 
play area. 
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Zyconix can be played simultaneously by two players, if you wish. Each player 
has their own 'pit', one on either side of the screen, Although a nice idea, 
there's very little real point to it as neither player can affect the Other's game. 
At the end of the day you might as well just takes turns. 



Zyconix is nice - but it's not going 
to let the world on fire. It's well 
presented, with colourful but not 
distracting graphics and some 
superb tunes (although these do 
get a little wearing after a while 
so be thankful for the option to 
turn them off). On its lower skill 
levels, where you can get quite a 
pleasant and absorbing little line* 
creating rhythm going, it proves 
more relaxing than taxing to play. 
It's a lot more forgiving than its 
close-cousin Klax ever was, mainly 
thanks to the frequent power-ups 
that seem to appear just when 
you need them to help you out 
the tight spots, Peculiarly, howev- 
er, Zy co nix's virtues are also its 
sins. Its 'easier' nature means that 
it rarely generates any real sense 
of excitement and the power-ups 
introduce too much randomness 
into a game where surely success 
should rely more on skill than 
chance. It might have been nice to 
have an option to turn the power- 
ups off. The end result of all this 
Is that the satisfaction you get 
from creating a line is minimal, 
certainly when compared to a 
game like Tetris, mainly because 
you often don't feel all as much in 
control of what's going on as you 
should do. This criticism makes It 
sound like I didn't enjoy the game 
which really isn't true - I found it 
a lot of fun to play. The only 
problem is that, despite the four game variations and the 
multiple skill levels, J can't see it dragging me back for one 
more go in a year's time like a classic 
arcade puzzler 
should. 

A wide variety of power- 
ups appear frequently dur- 
ing the game. One, when 
activated, turns into a ball 
which bounces around the 
screen, destroying any 
blocks it hits By grabbing a 
block, the player can try and 
direct it, turning the game 
into an up side-down version 
of Breakout, Another, when 

grabbed and released, drops down like a rocket, destroying all the 

blocks in the column it hits. Although useful in times of trouble, 
these power-ups can also have the dismaying effect of trashing 
any carefully planned line set-ups you may have created. 
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I never knew computer games 
could be so educational! And 
today's lesson, courtesy of Mil- 
lennium, is all about Rome. Rome 
began, life as a tiny city-state always 
under threat from neighbouring 
kingdoms. The extent of the threat 
was so great that the Romans decid- 
ed to kill everybody and set them- 
selves upj\j Republic 

This newly formed region was 
divided into two classes; trie Patri- 
cians, the elite of the population 
wtio held the vote, and the Plebians, 
who had no money and made no 
decisions at all in the running of the 
community. After a century or so of 
this, the Plebs decided that they'd 
had enough and marched off out of 
Rome, threatening to start their own 
city (Plebsville, or Bath as we call it 
today). The Patricians, horrified at 
the thought of actually having to do 
some hard labour, begged the Plebs 
to stay - even offering them the priv- 
ilege of the vote? 

During the next few centuries 
Rome expanded relentlessly, con- 
quering all neighbouring states and 
acquiring a vast amount of new citi- 
zens who, once submitting to the 



How we long for those days when the baths were as hot as the 
orgies and stealing and knifing were as commonplace as slavery. 
Simon Byron slips into a cosy toga and pops down to Rome for a 
dip in steaming ass's milk with the not- very-ugly Cleopatra 






Roman rule, were allowed to vote as 
well. Unfortunately all this vote 
counting business was becoming a 
bit of a chore for the rulers so they 
dropped democracy for straight dic- 
tatorship and the reign of the Emper- 
ors began. With their advances in 
technology and revolutionary plumb- 
ing system the Roman era looked 
likely to run and run. 

But soon the population became 
extremely complacent and when the 
first cracks began to appear in their 
'perfect' society none of them lifted 
a finger lo stop it, Rome soon found 
itself at the mercy of bloodthirsty 
adventurers. Anyone, with a bit of 
cunning, scheming and conniving, 
could eventually find themselves 
wearing the ultimate prize - the 
Imperial Crown. 

You don't know anybody who fits 
that description, do you .."' 





The conversations in Dome are lim- 
ited to say the least. People will 
often pop by with a cheery won) or 
two, or Hector wilt often suggest 
clues or pipe up with sarcastic 
remarks but that's about all. 
Announcements are often, erm, 
announced in these speech 
bubbles, relieving you of the need 
to be in the right place at the right 
time to knvwv what's going on. 



The volcano soon explodes so hope 
fully by this time you'll be safely on 
your way to Rome and the next 
stage of the game. These unusual 
graphical effects reflect the action 
quite nicely and are *ome of the few 

obvious improvements over Robin 
Hood, although I can't help feeling 
that the way the static play area 
backdrops are presented glues the 
impression of playing in a shoe-box. 
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the command panel is simple and easy to use. Everything is pretty much 

-alt explanatory, so much ID that I could type anything I wanted to here - 
although I'm not going to. Th* 'Us*' and 'Do' buttons bring up sub -menu 4 of 
actions and objects which vary depending on your particular circumstances. 
The 'Who?" command gives, you info on the person selected and 'Map' calls 
up, not a pound of sausages AS th* nam* might imply, but a map. Follow 
and Run also perform exactly what you'd expect them to so you shouldn't 
find too much trouble with this particular aspect of the game. 
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The game begins with Hector, our hero, standing in the high social class 

known as 'the slave'. Unfortunately Herculaneum (the area where you start 

off) is about to, quite literally, explode due to a rumbling volvano in the 
neighbourhood so a hasty exit is what's called for here. In Rome, as. in Rabin 
Hood, the player is not given 'direct' control over Hector, and if left alone 
for a few seconds he'll quite happily wander off to do his own thing- 










mm 

The Map displays an immediate view of the surrounding 
.iri-.i, with all the various other characters represented 
by flashing dots. The surrounding buildings are also 
shown And it i$ possible just to click on the exact loca- 
tion you wish Hector to go to, avoiding all the needless 
Wandering about between events. 




The quest soon changes from a simple take-care of your 
self outing to a strategy- and military- based operation. 
Hector needs to capture the British Standard from the 
opposing army by guiding his men successfully through 
this mission. The controls change slightly in these 
sections allowing commands to be easily issued to the 
troops. They can he made to rally, form up and follow 
Hector - in short anything really, as long as they keep the 
Roman Standard safe. Lose that and you'll not only have 
lost your honour, you'll have lost the game too. 
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If you hadn't guessed by now, Rome 
A.D.92 uses the same game-engine 
as Millennium's previous adventure, 
Robin Hood. The graphical style is 
almost the same, the controls are vir- 
tually the same, in fact even the criti- 
cisms are the same. As with Robin, 
the backdrops may be pretty, the 
humour still funny {in places) but the 
sprites are too small and the scrolling 
is atrocious. Perhaps with a little 
more attention to the 'front end', 
Rome could have become an instant 
classic but the sadly-lacking visual 
department makes for some severe 
eye-straining sessions which can 
result in huge optician bills (I'm send- 
ing the invoice for a new pair of 
peepers to Millennium right now). 
This is a shame as on playing Rome 
reveals itself to be a really {and I 
mean REALLY) huge game with plen- 
ty to do and action a-plenty. The 
way the plot develops is good and 
the overall storyline is well written 
and neat. It can be quite unclear at times as to what needs 

ro be done but this is the case with most types of 
dventure games. Robin Hood was often criticised for being 
too small and too easy but I doubt if you'll hear that said 
about Rome as I think it would take even the most experi 
enced Roman many weeks of play to become Emperor, 
Cleverly, the way that the game is split into stages, each 

I with their own map area, means that although there's lots 
to see and do, the game's size never becomes frustrating or 
overwhelming. Overall, Rome falls into the very good but 
not astounding category and, as such, you certainly find me 
thinking twice before chatting this up at the Computer 
james Bar. 
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Sexy strategy games are hard to fii 
with most being poor slap -dash affairs 
consisting of slow-moving and badly- 
drawn sprites. Just because they're 
supposed to appeal more to the 
thinkers among us doesn't necessar,,_ 
mean that presentation should be the 
last thing considered, does it? 
Anyway, guess what we have here? I * 
Initially the game promises more than «*»'■ Impressions 

DeveJoper; Orfinitrend 

it delivers with a rather nice opening I _ 

consisting of a groovy title screen and £25-99 Out Now 

blissfully relaxing accompanying 

music. Things soon start to prog res 

rapidly downhill though, and once into M ***?* V Dl5 * 5 

■ ,. 1Mb I 

the game proper the real flaws leap 
out of the screen at you. Now, I don't 
dislike this game specifically because I , 
it's a strategy game - I enjoyed Sabre 
Team {reviewed this issue) immensi 
and the two games actually have a lot 
In common, what with the alternating 
turns and 'movement points' system. 
Unfortunately, although you don't 
have to wait so long between goes as 
in Sabre Team, all Paladin consists of 
is slow trekking across the screen and 
hardly any action. When your party of 
travellers does come across a group 
baddies the battles seem unfair an_ 
frustrating. Casting spells Is a hit and 
miss affair and more often than not 
you art simply told 'the spell failed' 
with no explanation to stop you from 
making the same mistake again. 
Seeing as you could have wasted a 
large fraction of your movement 
points attempting the spell it seems a 
trifle harsh that no reason for its fail- 
ure is given. Of course, come the 
enemy's go the evil mages chuck tr 
spells around like there's no tomorrow 
Is a necessary addition as the missions supplied are dull in 
the extreme and all seem to consist of milling about wait- 
ing to be attacked. I don't know * maybe if you were 
deeply into these sorts of games you might read more into 
it than I have but if you're anything like me and you hap- 
pen to be in my car then you'll be steering well clear. 
v Sorry. 
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The main screen is, surprisingly, 
where .lil the main action take* 
place. Commands are issued via th* 
handy icon* and movement it 
achieved first by facing the character 
under control in the direction that 
you wish to travel and then clicking 
on the landscape directly, causing 
the sprite to move one square in 
that direction. 



A Paladin is a legendary hero and a knight 
of great renown. There's no-one better to 
review a game featuring such a character 
than Simon Byron, who is to hard-men 
what Winona Ryder is to the Haggard 
Women Foundation (i.e. not a lot) 

Ewer wanted to get tooled up, gath- 
er a few mates together and set 
off into magical worlds contain- 
ing all manner of weird creatures? Well 
now's your chance. Playing a Paladin 
requires skill and cunning, as it's in their 
job description to solve puzzles, rescue 
prisoners and save villages. And whilse 
completing these quests is a task in itself, 
the overall game objective is to take your 
Paladin from the status of freshly-trained 
novice to a hardened, matchless veteran. 
Progress is newer easy in these quests 
so a team of assorted allies are provid- 
ed {consisting of an array of Mages, 
Rangers, Swordsmen and Thieves) who 
must interact with each other using their 
individual abilities to overcome ohstades 
and opponents and thus complete the 
quest. The Paladin (that's you, that is) 
has four abilities which increase with 
time and experience. As these four skills 
improve you are given new titles to 
reflect your greater status and your over- 
all performance and, more importantly, 
your movement points (reflecting the 
number of actions you can perform each 
go) are increased. Phew! 
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The map can be called at any time 
and displays a view of ,■!! the 
locations visited in the immediate 
vicinity. Fortunately this doesn't use 
up any valuable movement points so 
there are no real restrictions on the 
amount of times you can use it. 

The land is populated by a vast num- 
ber of death-inducing creatures who all 
require different offensive and defensive 
procedures. The weirder beasts include 

a 'Doppleganger' (a kind of nasty 
chameleon) and a 'Displacer Beast' who 
always appear one square away from 
where they really are. 

So then, the characters have been 
introduced, the scenes have been set, 
let's take a look what we're here to see, 
namely the game itself. 
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The Quest Builder allows you to 
design any scenario you can think 
up. You can place special objects, 
buildings and opponents wherever 
you please as well as letting various 
teteport points and the overall victo- 
ry conditions. Although requiring 
some thought to use, the results can 
be pretty spectacular and, if nothing 
else, will add to the overall longevity 
of the game. 



The thick of the battle causes all 
manner of effects to take place. The 
slightly off-coloured blocks in the 
top right-hand corner of the play 
Area are the result of a fireball 
thrown by the evil creatures. The 
timer in the corner of the icon area 
indicates the time left to complete 
the mission and it is reduced by thir- 
ty seconds for every turn made by 
you or the computer. 
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CARTOON LAND GONE BAD! 

Whilst publishing his underground comic Jack Deebs has unwittingly crested 
a parallel universe inhabited bf cartoon characters known as POODLES . 
You are transported info COOL WORLD and seduced, through engaging 
messages, bf the Poodle vamp... HOLU . Visual jokes and gags punctuate 
four adventure as you hop to and fro between reality and COOL WORLD. 
But Hollfs dream is to shed her Poodle indentity... to become a real woman 
- with a real interest in Jack! f* , " 

A DREAM THAT COULD . 
DESTROY BOTH WORLDS! s 
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OCEAN SOFTWARE LIMITED 
2 CASTLE STREET CASTLEFIELD 
MANCHESTER . M3 4LZ 
TELEPHONE: 061 832 6633 
FAX, 061 B34 0650 
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Curse of 








Look out, Lucasfilm. Stand by, Sierra. 
Core's coming through with their all- 
singing, all-dancing, all-British graphic 
adventure. Will David Unchurch be 
enchanted by this Curse? 



The care (no pun intended) at the game is its puz- 
zles and the** flr» often disappointing. Take this 
scene, for example. The robot guards the way Into 
the ship but it won't let you past so what do you do. 
Easy - you get 4 tock from the pile an the left and 
fill it with aid coins from the pile on the right then 
whack the droid over the head with the improvised 
cosh- Hardly taxing., is it? Some of the problems are 
a little more involved but not much. 



You know how it is. One 
moment you're happily play- 
ing baseball in the park with 
your sister, the next you're whisked 
away to another dimension- 
Such is the fate that befalls poor 
Brad, a typical all-Amerkan sneakers- 
n'-baseball-cap kinda kid. While slid- 
ing into fourth base, a magic portal 
appears right in front of him and to 
his dismay Brad suddenly finds him- 



self tumbling through time and 
space. 

With a thump Brad lands in the 
magical realm of Zeloria r surround- 
ed by hideously deformed creatures. 
He barely has time to come to his 
senses before he's dragged away 
and imprisoned in a dark dungeon 
cell. As if things weren't bad enough 
already. Brad soon learns that his 
abduction was all the plot of an evil 



witch who requires a human male 
child as a vital ingredient in an eter- 
nal youth potion ■ him! Can Brad 
escape, defeat the wicked witch a/icf 
find a way back home? Only you (as 
they say} can decide.- 

Curse of Enchantia is a graphic 
adventure written firmly in the 
Lucasfilm/Sierra tradition. It's Core's 
first foray into the genre but it's 
obviously been taking a few point- 



ers from the American experience - 
lush hand-painted backgrounds, 
humourously-animated characters 
Hod a friendly icon-based player inter- 
face pitch Curse into direct competi- 
tor! with the games from the US mas- 
ters. 

But cart it topple the incredible 
Monkey Island 2 from the top of the 
graphic adventuring tree? Only one 
way to find out... 
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The lack Of text throughout the game means that typi- 
cally any humour in the game arises from characters 
falling over or making faces rather than cracking 
funnies. There are a couple or good puns, though - this 
character hart is a clairvoyant called Sally See-All and, 
at you can Ma. Sally is actually a seal! Brilliant! 



This is where your troubles start - chained up in the wicked witch's slam- 
mer. You've got nothing on you to pick the locks with and there's nothing 
handy within reach- Perhaps you pathetic cries of help will get you some- 
where? 



Curse uses a point-n'-click icon interface. The icon bar can be brought up at 
any time by clicking on the right mouse button and then selection* are 
made by with the left button. Some of icons when clicked on bring up a i ee- 
ond icon bar allowing further actions. That hand, for example, is the 
'manipulate objects' icon, which brings up a second set of icons allowing 
you to do a range of actions from unlocking a door to eating and throwing. 
In all. there are a possible thirteen actions in all. many requiring interaction 
with objects in the scenery and/or in your inventory. It's a bit more cumber- 
torn* than Lucasfilm and Sierra's interfaces and even after a fair bit of use 
it can still confute. 
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Clicking on the speech 
bubble icon allows you 
to talk to the characters 
you meet. It'* fairly lim- 
ited - all you can do is 
say "Hi" or '"Help", and 
hope that the characters 
respond favourably to 
your advance*. Whan 
they do speak no test 
appears on the screen. 
Instead, ieons pop up 
telling you {and none 
too understandably at 
times) what they want 
you to da. Although a 
good way of bridging 
international language 
barriers, the lack of text 
strips the characters of 
any personality. 
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In amongst the puzzles there are a few weird 'arcade' sections, like this early 
scene where you are trying to escape from the dungeon. As the guard chas- 
es you down the corridor there's chance for the crafty player to pick up the 
valuable gems lying on the floor. This would be fairly easy if it weren't for 
the statues holding mallets which they use to try and bash you on the head. 
Not a bad idea, but there's no threat - if a mallet hits you you just get 
knocked back and if the guard catches you you just get knocked forward. 
Either way. you still escape safety in the end, so what's the point? 



As seems to be the trend with most modern graphic adventures, Curse's 
scenery was first painted by hand then digitally scanned in arid retouched. 
The resulting graphics are far more attractive and flawing than those you'd 
get if they'd been drawn on the computer screen (compare the back- 
grounds to Hook's, for example). The only drawback is they can be a bit 
unclear in places - finding some of the objects, you need to solve the puz- 
zles amongst the jumble of pixels can be difficult sometimes. 



DUE RAIL 




Enchantia. The graphics are attractive 
If a little 'scratchy' in places, the char- 
acter animation is fun, the sound is 
fine - the brief speech samples when 
you greet someone or cry 'Helpt' are 
a particularly neat touch - and the 
player interface, although a tad cum- 
bersome at first, works fine. Curse of 
Enchantia looks good, sounds good 
and plays weJI - so why don't I like it 
as much as I should? There are sever- 
al reasons. For a start,, the 'arcade '- 
like sections are nothing but a pain In 
the butt, especially as there's no real 
threat of death from them. More 
Importantly, the puzzles are too lin- 
ear and their solutions too simple - If 
you've got a problem, nine times out 
of ten the answer can be found near 
by. These criticisms are especially true 
of the first section of the game - it's 
easy to get a good fifth of the way 

into it on your first go. Admittedly the game opens up from 
then on. but it's still a relatively easy ride. The only time 
you ever really get stopped in your tracks is when a solution 
relies on an object that you've missed because either it's 
too small to see clearly (some are literally a couple of pixels 
big) or it's hidden 'behind' the scenery (which is plain 
annoying and totally unfair). Also, despite some good 
moments. Curse lacks real humour and atmosphere. This 
may be partly due to the lack of text In the game - it's hard 
to relate to the characters you meet when a!l they do is 
spout obscure icons at you. Although entertaining, Curse of 
Enchantia is to Monkey island 2 what Smash is to mashed 
potato - although at first you may be fooled into thinking 
it's the real thing, you'll soon discover that it's just a weak- 
er substitute. 
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1907 on the 5th of 



May 1980 John Dellow ot the 
Metropolitan Police signed a 
document passing control of 
the Iranian Embassy siege to 
LT, COL H.M.Ross- 
He sent in three, four-man 
teams (Sabre teams) of 22 
S.A.S, the rest is history. 

For many the S.A.S are the 
black-clad rescuers of Princes 
Street depicted by the B,B.C 
as the pictures of the last 
minute* of the siege were 
relayed live around the world. 

We as mere mortals can only 
wonder at the exploits of this 
most professional and highly 
trained lighting force as 
officially it does not exist. 

This simulation is based on 
the information that is 
available and is produced by 
people who have a great deal 
of admiration for the people 
they will never know- 



AMIGA 1 meg only 
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REVIEW 




Before the game there are a number 

of options to play with, such as 
which of the four hard-men (out of 
eight) will be attempting the mis- 
sion, which weapons and accessories 
will be carried and even the posi- 
tions where the will team set off 
from. With all the enemies starting 
in different locations each time you 
play these factors mean that no two 
games will ever be the same. 
Strategy comas into play early on. 
with decisions affecting each indi- 
vidual's performance, like who'll be 
firing the most accurate weapons 
and how much kit each team mem- 
ber should carry. 
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The S.A.S, are a team of rock- 
hard guys who'll not bat an 
eyelid even when told to spend 
five days hunched up inside a toilet 
cistern with no food or water (apart 
from the odd mouthful of 'Mr Flush' 
or whatever) because some High 
Command loony has decided this is 
the best way to ensure British Secu- 
rity and generally make good aid 
Blighty a safer place to live in. 
Hooray for them, then, and hooray 
for Kriialis and their fantastic new 
game which gives you (yes, you etc) 
the opportunity to command four of 
these super-tough blokes through 
five varied and progressively more 
difficult missions. 

Sabre Team is played a bit like 
Heroquest, with each team member 
having a set number of 'Action 
Points' with which to make their 
moves during the player's go. 



Different actions 'cost' a different 
number of Points to be successfully 
completed and -an awful amount of 
planning is required to prevent cer- 
tain soldiers from being left open to 
enemy fire with no Action Points left 
with which to retaliate, These points 
will be replenished between goes 10 
there's no need to cry if you're run- 
ning a little low on your current turn- 
After all the player's moves have 
been made the turn is ended and the 
computer has its go, controlling all 
the enemies one by one and making 
individual decisions as it goes, 

With its high level of strategy and. 
not-altogether-fast gameplay, will 
Sabre Team grab the attention of the 
more thoughtful Amiga owners or 
end up leaving everybody feeling as 
if they've just had one gulp too many 
of Mr Flush? There's only one way to 
find out.,. 








Here we go, then! It's inside the 
Embassy for us and an audience 
With Mr Nasty Terrorist and all his 
friends. The exterior walls disappear 
when a soldier walks through an 
entrance and, when in control of 
another team- member, the view 
'cuts around' his position so it is 
easy to tee where he is situated. 

All the information regarding the 
mission objectives and number of 
hostages to be saved are presented 
like this at the start of each level, Old 
the first level you can afford to 
waste one hostage but any more 
and it's back to the Territorials for 
you. This handy information screen 
cannot be recalled at any time dur- 
ing the game so you should remem- 
ber or note down all the information 

at the start 



DEEP IN THE HALR/AN 
JUNGLE fl SERIES OF 
ERTED POLITICAL 
,RGUMENTS CULMINATES 
N THE DEATHS OF FOL 
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JfiLfiyflN TERRORISTS 
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CflHP AND RELERSE THF 
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After tha initial 'tooling up' it's off 
to the first minion and high time we 

entered the camp. The r«d arrows on 

the compass In the bottom right- 
hand corner of the screen Indicate 
that the current main under control 
can see something out of the corner 
of his eye in the respective direc- 
tions. If the arrows turn blue it 

means that the soldier has heard 

something. 



You'll often find yourself staring at 
this screen - it's displayed while the 
computer decides on the movements 
for all of its characters. Although this 
process can ba speeded up. it's often 
interesting to see what the enemy is 
up to as all tha icons represent move- 
ments and actions being made by the 
bad guys and hostages- This is also 
tha place to check out the health Df 
tha opposition. 




The blueprint can he called up at any time an4 provides a pocket-size map 
of tha area which can be scrolled around at will to check out the scenery 
and pinpoint the locations of your other three soldiers. Unfortunately, 
though, all this random sight-seeing depletes the player's Action Points so 
this aid should not be used too often otherwise you could find yourself 
with insufficient points to react to tha information discovered. 

These static screens pop up once in a while at key points in the game- It 
seems as though I've done something right for once ■ now the fun can really 
start. You see, once a hostage is collected he becomes part of your team 
and needs to ba negotiated safely through the terrain to the rendezvous 
point, meaning that your group can sometimes consist of as many as eight 
men. 
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ne and offer an 
for a spot of killing on the cheap- It, curing 
the computer's move, A terrorist stumbles 
upon one of your men and your character (it 
get's quite complicated here) has enough 
Action Points spare and is judged to have a 
quicker reaction time compared to the bad 
guy's then there is a chance to stick a few 
bullets in him before he can do the same to 
you. Make Sure your gun is loaded, though, 
Otherwise you could find yourself having a 
Jong lie down in a cosy wooden container all 
too soon. 



THE VERDICT 
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The most impressive aspect of Sabre 
Team is its excellent atmosphere. From 
the initial loading screen depicting the 
S.A.S. motto to the creeping around the 
enemy bases, not knowing what lies 
around each corner, the tense mood is 
sustained wonderfully. It's difficult to say 
whether the game really is authentic or 

not (I haven't managed to invite my ] H T* I ITT I 

S.A.S. mates round for their opinions just 
yet) but you can certainly relate to the 
real-life scenarios ripped, as they say, 
"from today's headlines". With its turns 
system and 'pieces' moving, the game 
often feels like a much-enhanced ver 
of Chess. This feeling is further increased 
by the not- very-short waiting time-between moves while the 
computer decides what it's going to do with its troops. The 
delay isn't overly long or painful (and, to be fair, it can be 
slightly speeded up if you hold the mouse button down) but it 
does slow down the game's pace, which can be frustrating 
when the bullets start flying in earnest. This is definitely more 
of a "thinking man's" game and not for the frantic fire-button 
pummeller; even at its peak the action is sedate to say the 
least. However, if you can Jive with the mildly Irritating thumb- 
twiddling then what you'll discover here is a deep and involv- 
ing game that grabs you from the minute you first load it. 
There are no quick and easy thrills on offer, but if you're will- 
ing to invest some time and effort then you'll find (as I did) 
that Sabre Team is one of the most engrossing action strategy 
games around. / 
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Arrrggghh! What a flippin' crazy guy. 
Here's an end-nf -level Guardian to df.il 
with and there's only one thing for it • 
Buq'll have to do his amazing impression 
of a well-known Sega hedgehog. I bet 
Bobby Davra can't do Sonic as well as 
Doodle Bug - but then again it's Bobby's 
job to provided crap Saturday night telly 
So he can't be expected to do everything, 
can he? 



THE VERDICT 



After the recent likes of Zool, Fire & 
Ice and The Ad dams Family, Doodle 
Bug really has to impress to stand 
out from the platform game crowd. 
Maybe if it had been launched a 
couple of months ago, Doodle Bug 
would have cleaned up and become 
an enormous success. I'm sure it'll 
t. p p t t still do well hut, perhaps unfairly, it 

just seems to be 'yet another plat- 
form game'. The graphics are better 
than most - although the main char- 
acter doesn't seem to have the per- 
sonality of, say, Zool or Robocod - 
ind the sound is jolly. However, the 
iw - it's certainly not as manic as 
ool. or as playable. Perhaps the main reason for this is 
Doodle Bug's fragile nature - you see, he can't fall too far 
without dying. Although, one presumes, this is meant to 
encourage the use of Doodle Bug's 'special powers' {that is, 
drawing an umbrella with a magic pencil to float you down 
to safety) it just seems so unnatural now after so many 
games have allowed you to fall miles unscathed. Doodle 
Bug is nicely presented, well designed and playable - let's 
make no bones about it, it's a good game. But there are so 
many others in the genre to choose from now and Doodle 
Bug doesn't really offer anything superior or different to 
v what's gone before for ft to make much of an impact. 



DOODLE 

BUG 



There's more 
console-style 
platform games 
appearing now than 
ever before. Simon 
Byron checks out 
Core's latest and 
asks "Is there room 
in the Amiga market 
for yet another 
Sonic/ Mario 
imitation?" 



Doodle Bug is not your average 
type of, er. doodlebug. As far 
as I can remember a doodle 
bug was, in fact, a flying bomb 
which the Germans used to fire in 
our general direction during the Sec- 
ond World War, mainly because they 
were too scared to 'come and have a 
go' themselves. Playing that sort of 
doodle bug (also known as a V2. his- 
tory fans) wouldn't make for a very 
exciting game * I mean, what would 
you do apart from roughly face your- 
self towards London and let rip? But 
enough of this... 

THIS Doodle Bug is in a spot of 
bother. You'll never guess what's 
happened ■ the stunningly beautiful 
Princess Lady-Bug has been kid- 
napped by a mysterious dark figure 
and only one person can save hor... 
That's right, Les Dawson. Actually 
that last bit's not true ■ I made it up 
in an effort to improve the drastical- 
ly unoriginal plot but you weren't 
fooled, were you? Yes, it's Doodle 
Bug who's out to save the day. 
Armed with a set of pencils with 
which he can draw some pretty tasty 
weapons, Doodlebug begins the 
long and arduous runny-jumpy trek 
across the scrolling world of Cartoo- 
nia in an effort to rescue the Princess 
and generally become the all-round 
hero. 




The various pencils that Doodle Bug 

carries are handy, if limited in sup- 
ply. When thrown they draw some- 
thing to help Doodle Bug progress 
(the exact object drawn can be 

selected with a simple joystick 

manoeuvre), Umbrellas are useful 

for avoiding large chunks Of con- 
crete up your nostrils when you fall 
too tar and the Balloons enable 
Doodle Bug to reach higher plat- 
forms which are usually inaccessi- 
ble. The Stopwatch freezes all the 

meanies for a few seconds and the 
green Potion acts as a sort of tem- 
porary shield. The final, and per 

h.ips, sc rummies* of the lot is the 
Erater-Bomb which explodes three 
times in a ttarburst pattern, killing 
anything that the fragments hit. 




As thu »ong goes "People are strange, when you're a stranger" and it's obvi- 
ous that Echo and th* Bunnymen are familiar with the folk in Doodle Bug's 
land. Passers-by can often come up with the weirdest advice (one girlie told 
me to "Beware of a nasty man carrying a earphone and briefcase or he will 
steal your gold"., whatever that may mean). Others, though, offer mora 
than drunken proverbs and it is possible to pick up some different methods 
of transport like a helicopter, a submarine or even this spacetastic flying 
saucer ■ if you've collected enough gold pieces. 
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INTO THE GAMESCAPE. 
A DIMENSION. WHERE 
ANYTHING CAN HAPPEN 
AND DOES! 

Zitz r Rash and Pimple... 
the Battletoads! 
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Available 
IBM PC and ■ 
compatibles, 
Amiga and Atari ST. 



£ Oka? toads!" 

V Lets get EVEN! When the 

evil Dark Queen kidnaps your best buddv, - 

Pimple aod the best looking Princess this side 

otlrie Mazallion'Star Cluster - what are you 

gonna do about it? Are vchj gonna 

oryi Hide? Call the Staicops? . 

NowayJflecausevou'rea 

BATTLEfOAO and BATTLETOADS 

don't crv, hidefbr call (or help, 

BATfl£TOADS get real MAD - and then 

they eet EVEN! 

* * // 
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BATTLETOADS FEATURES: 
• SIMULTANEOUS 2 PLAYER OPTION. 

•12 LEVELS OF UNIQUE, AWARD-WINNING ACTION. 
•92 FRAMES OF CHARACTER ANIMATION. 

IT'S FAST,., IT'S FURIOUS... IT'S TOADALLY FUNPHIBIAN! 
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Virgin unveil the first 
game in its proposed 
'Fables and Fiends* 
series. Simon Byron 
packs his knapsack 
and clean undies in 
readiness for a long 

and serious trek 

around the world of 

Kyrandia 



Many years ago the inhabitants of the island of 
Kyrandia made a pact with Nature (like you do} 
to care and protect the green and pleasant 
land. The Kyragem, a massive jewel which drew all the 
magic in the kingdom to its core, stood as a constant 
reminder of the deal and was left In the hands of the 
Royal Family. These mystical properties made the pre- 
cious pern an object of immense power and an obvi- 
ous target for anybody wishing to seize control of the 
island. 

One such person was Malcolm, the madly evil jester 
to the Royal Court of Kyrandia. One dark night he mur- 
dered both the King and Queen and seized the Kyragem, 
leaving Kyrandia defenseless against the nutter's machi- 
nations, Fortunately.. Kallak, the chief of the Mystics and 
father of the slain Queen, quickly rustled up a magical 
force-field which imprisoned Malcolm inside the castle's 
boundaries, thus allowing the rest of Kyrandia to forget 
about his evil deeds and return to normality. 

At the point we join the story, the magical powers in 
the land have dwindled drastically and the shield keep- 
ing Malcolm boarded up in the castle is nothing short 
of useless, Without warning the evil jester breaks free 
and immediately begins seeking his twisted revenge. 
Kyrandia is certainly in trouble, that's for sure, 

Brandon, Kallak's grandson, has been chosen to fight 
mad Malcolm in an effort to reclaim the Kyragem, save 
the land and dispose of the crazy clown. A graphic 
adventure in the Monkey Island style, you must take 
control of Brandon and guide him through the many 
traps, mysteries, puzzles and delights that await in 
The Legend Of Kyrartdia. 



A broken altar elsewhere in the forest should lead to 
the discovery of a precious item. The objects Brandon's 
carrying are displayed in the ten squares at the bottom 
of the screen and collecting, disposing and using the 
objects Ic all but a simple click of the mouse away, All 
you have to do to collect an object is click on it and 

dmg it into one of your ten inventory squares, to dis- 

po'A' of the- item yo j just place it back anywhere on the 

screen and to use an item - a key, for example - you 

just drug it out of the inventory and place it over 

where you want to use it - Say, a lock on-screen. 







The adventure really begins here in Brandon's home. After a fantastically beautiful opening 
sequence, Brandon discover! that his Grandfather has been turned to stone by the not-very- 
nice Malcolm. Confused and confounded, Brandon must search the room far useful objects 
(don't forget to check under the table)- before venturing out into the big wide world. When you 
attempt to leave you'll discover that the house is actually alive and a brief conversation will 
appear on screen a la Monkey Island, Although there is no choice of alternatives or questions in 

these 'talky bits', important information can still be gained. 




Once outside Brandon's tree-top 
home, the only way is down, A 
huge branch acts as a sort of lift 
enabling Brandon to travel with 
ease. The animation in this particu- 
lar sequence is excellent, with the 
branch swooping up and the young 
adventurer leaping on or off then 
adopting a sort of 'hero' stance. 
Many programs may have missed 
out these tiny touches but Kyrandia 
Is positively blessed with them 




Once in the forests, Brandon stumbles across the pool 
of tears. Someone high above must be really upset 
about something as there is a constant stream of salty 
body fluid. Brandon catches a tear here which should be 
stored in the inventory for use In a shape recognition 
putzte later on. (There's a clue hidden in this caption 
somewhere - can you spot it?) 




. 
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Although the woodland can be a touch 'samey' It times, there's no denying 
that it's extremely beautiful none*the-less. The graphics are nothing short 

at breath-taking and we must stress that these REALLY ARE AMIGA. SCREEN- 
SHOTS. The mouse painter changes shape constantly during play, easily 
informing the player of all the available opt ions and exits in the particular 
locations - a real improvement aver the old-fashioned system employed in 
other, inferior adventures- 



Locations like this beach offer the 
chance to do some sun-bathing if 
you're feeling particularly pale. Just 
what the two horses on either side 
of the circle signify will become 
clearer during the adventure. Most 
option! can be changed during the 
adventure from the speed of 
Brandon's movements to the 
amount of time that the tent conver- 
sations, stay on-screen. 



Of course we do - it's 
not all trees, trees, 
trees in Kyrandia. 
There's quite a lot to 
discover and do in 
that wooden hut. 
Seeing as Brandon can 
only carry ten items at 
any one time, key 
locations like these 
can handily double as 
storage facilities for 
objects not immedi- 
ately needed. 
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Towards the end of the adventure Brandon faces progressively more diffi- 
cult situations, Hopefully by this time, he'll have learnt how to perform four 
different Spells <»nd have collected information on other tricks which he'll 
be called upon to use, What they do or where to use them is not specified 
but fortunately our hero tan use them as often as he likes. As long as he is 
given a few moments rest between the spell-casting sessions Brandon will 
be able to experiment with them without loss. 



T HE VERDICT 

Weil, at) I can say is that I'm 

completely gob-smacked. This type of 

adventure has become two-a- penny 

nowadays and most new ones that 

appear just seem to be very 'samey '- 

Not The Legend Of Kyrandia, though 

- it's up there with the best of them. 

The graphics are nothing short of 

astounding and the tiny character 

animations are brilliant. Attention to 

detail and personality Is the order of 

the day and the island of Kyrandia is 

one of the most well- presented and 

ingenious locations I've ever come 

across. One of the best things about 

Kyrandia Is Malcolm, the evil jester. 

He's just soooo evil and nasty that he 

must surely rank as one of the best 

e«M adversaries ever to have popped 

up In an Amiga game. Every time he 

appears on screen you know that 

there are going to be some genuinely 

funny lines and witty quips - you'll 

soon wish that somebody would 

make a game solely about him. The 

other inhabitants of Kyrandia are all 

individuals and come complete with 

such a wealth of expressions and 

characteristics that you'd believe they 

were real people. Dsh accessing is 

always a problem with this sort of 

game and Kyrandia is no exception, 
although I'd say that it's 
about the same as and 
certainly no worse than II ' 

Monkey Island 2, so if 
you put up with that 
then you should be fine. The problems 
contained in the adventure are well design 
and when they're solved it's a case of "Of 
course!" rather than "What?". Clues are pro- 
vided by Brandon but at no stage does ha give 
the game away nor do you find yourself pick- 
ing up an object one screen before you need 
to use It. The point-n'-click interface is a joy to 
use and game designers should pay particular 
attention to this for future titles, in short 

Kyrandia is as excellent as Bill and Ted, as fantastic as 

those four super-hero types and sexier than sex itself - so 

much so that I think I'm going to name my children 

after It. 
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Tee off on the most challeng ing 
ib holes of major champtonship golf 
with the legend who hand picked 
each one - jack ncklaus. 
play the breathtaking 8th at pebble 
beach and discover why the second 
shot of this par 4 is jack's tavourrte 
shot in all golf" in probably the most 

REALISTIC AMD VISUALLY STUNN ING GOLF 
GAME E\T£R MACE. 
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PLAY IT JUST LIKE THE BEST-SELLING 

BOARD GAME, 

IfS LIKE CHARADES, ONLY tOLI SKETCH WORDS 

INSTEAD OF ACTI MG TH EM OUT. BUT WITH A COMPUTER 
YOU DON'T NEED PAPER AND PENCIL! SKETCH YOUR 
PICTURES ON SCREEN WITH AN EASY TO USE DRAWING 
PROGRAM. YOU'RE NOT AH ARTIST? DON'T WORRY - 
MOST PEOPLE AREN'T. THAT'S PART OF THE FUN AS YOU ' 
RACE AGAINST THE CLOCK 50 YOU'LL HAVE TO DRAW ON 

your wrrs as well! 
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Head -to -head with the 
world's fasttestt production cars! 

The Duel Test Drive II pits th e fastest ever 

erhari against the fastest ever porsche in a 

race that has only been run in the minds of 

engineers and enthusiasts... until now! 

You're behind the wheel of the most 

technologically advanced supefcar5 on 

EARTH, ROCKETING DOWN ROADS THAT ARE AS 

EYE- CATCHING AND DANGEROUS AS THE 

CARS THEMSELVES. 
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ATARI ST & AMIGA 
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David Upchurch 
slips into his 
slinky skin-tight 
blue jumpsuit 
to take a long 
hard look at 
Team 17s St rid- 
er-beater. And - 
hoorah! - he 
likes what he 




This is normally the place you'd 
come to find out what Assas- 
sin's plot is, right? If so then I'm 
afraid you're going to be a little dis- 
appointed because, to be honest., 
there really isn't much of one to 
relate. Team 17 obviously realise (as 
they did with Projeet-X} that most 
games players don't need - or want 
- a lot of verbose bumf to read 
before they play an arcade game. Oh 
no, they just want to get straight in 
there and start killing things. "But 
the plot helps build atmosphere!" I 
hear you cry. Well, in my opinion if a 
game is good it should be able to 
build atmosphere on it's own with- 
out the aid of some price-inflating 
novella. 

The story (what there is of it) tells 
of the evil villain Midan who's holed 
up is his high-tech underground 
fortress, guarded by legions of crack 
mercenary types. A full frontal 
assault would, of course, be point- 
less so the forces of good send in a 
single man to penetrate the 
stronghold and kill the fiend. Destroy 
the head, you see, and the body will 
die. But this is no ordinary man, oh 
no, this is a man who has trained his 
body to its physical peak, a man 
capable of incredible feats of agility 
and courage. Ladies and gentlemen, 
I give you... the Assassin. 

But the Assassin doesn't have to 
rely on himirlf alone. He's also been 
armed with deadly razor-sharp 
boomerangs and a limited supply o 1 
super weapons to help him cut 



swathe through the enemy 
defences.,, and against this lot he'll 
need all the help he can get- As well 
as the mercenaries there are geneti- 
cally-engineered mutants roaming 
Midan's lair... 

As you probably already know, 
Assassin - the latest release from the 
near- legendary Team 17 hoys - is a 
runny-jumpy-killy affair strongly 
influenced by games like Strider. Will 
it be a disappointment after the bril- 
liant Project-X? Will it heck... 





Assassin's graphics art 
O* the usual high stan- 
dard you'd expect from 
Team 17 and as for the 
rat* they move at, well, 
fast isn't the word. If 
there's any complaint to 
be made about them at 
all it's that occasionally 
same of the back- 
grounds look a bit empty 
- but since they're 

whizzing by so quickly 
you don't really have 
time to ponder on the 
matter. 



Assassin has been 
designed to be a 
challenge for any games 
player, no matter what 
their abilities. From the 
title screen It's possible 
to access an Options 
screen, where you can 
alter a number of the 
game variables, includ- 
ing the number Df lives 
Available (one, three or 
five) and the game's dif- 
ficulty - it's possible to 
play in either Rookie 
{easy-peasy, but you can 
only play the first two 
levels), Arcade (the 
default average 
challenge, although 
plenty tough enough for 
most gamers) or 
Ultimate (super-tough 
but bigger points award- 
ed after each level) 
mode. 
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INTO THE 
VALLEY OF 
DEATH... 



Midan's fortress is split into five main zones, 
corresponding to the five levels of the game. 
There is, in fact, a small sixth level (which sees 
the Assassin having a one-on-one with Mi dan 
himself) but we wouldn't spoil your fun by 
showing you what happens there. 



MISSION 3 - MISSILE COMMAND 
Crawling through the missile silo* will get you into 
Midan's central sanctum. The enemy are Midan's per- 
sonal security squad And they'll stop at nothing to 
prevent you reaching their master. As the bonuses 
and power-ups are starting to get a little- thinner on 
the ground, you should feel the difficulty creeping 
up quite markedly here. 
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! Toresi surraunaing the 
fortress's hidden cave entrance. The guards here 

I ... i J j ri h * i- ■ 



reasonably easy to pick off. Take care not to caught 
by the dag handlers, though, as their mutts are very 
tough to shake off. 




Hungry to develop the ultimate warrior. Mi> 
been devoting a large amount of his resources . 
hideous, genetic experiments. The results of his ta 
perings live here and are as hostile to you as 
anything else you encounter. Pass on through as 
quickly as possible. 
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MISSION 2 CONSTRUCTION ZONE 

Assassin manages to gain entrance to 

Midan's domain via an access tunnel leading \ 

to a semi -completed area of the complex. 

Take care swinging about on the crane gantries \. 

-One slip will result in a nasty and messy death. > 

The guards have now been alerted to your presence 

and there's a welder with a particularly personal 

grudge against you who should try to avoid. 



MISSION 5 - MIDAN S LABYRI 

As the name suggests, this is a maze-li 

corridors and shafts, and your final cha 

you finally come face-to-face with Midan. The pla<e 

is festooned with remote gun turrets and populated 

with bizarre Terminator-like endoskeleton robot war- 
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REVIEW 



Assassin's end-of -level meanies are something els*. It's not SO much they're 
site ■ there are bigger nasties around • it'* more to do with the amount of 
firepower they pack- As is par for the course, each has a weak spot that has 
to be discovered and exploited. This buzzsaw-wielding drotd, for example, 
has a tendency toward* headaches... know what I mean? 



SELECT NOW FOR... 

There's a massive range of power-up icons to collect in Assassin. These 
can be found by pulping the bad gyys or smashing open any likely-look- 
ing Crates or pods. Most help top up your small pool of mega -weapons, 
but tome increase the range and effectiveness of your boomerangs. 
Although Team 17 have designed the game SO that each ppwer-up 
appears where they think you'll need it. the player can shqot the icon 
be-fore picking it up to make it cycle through the other options 
available. 

'. I LENGTH 

increase* the distance that the boomerangs spang out 

before they Start whizzing bdtk ,ig,iin. 



EXTRA 

Increases the number of boomerangs you can have in the air 

at one time up to a maximum of five. 



WIDTH 

Makes the boomerangs fly up and down in a wider arc, 
allowing you to hit more targets with one shot. 



SPEED 

Increases the speed with which you can lob the boomerang-! 

about. 










One of the first 
zone's tougher oppo- 
nents isn't a man - 
It's a beast! Don't 
even think about 
bending down to 
stroke this pooch, 
because it'll take 
your hand off. The 
best thing to do is 
zap it before it gets 
close, because if you 
don't it'll cling on to 
you, draining your 
energy. A quick wag- 
gle of the joystick 
soon shakes it free, 
though. 



POWER 

increases the amount of damage that each boomerang does 
to the enemy. Very handy when you come up against the 
nd-of-level guardians. 
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What self- 
respecting arcade 
action game 
these days 
doesn't have 
smart bombs? 
Assassin's no dif- 
ferent - in fact, it 
has five of the 
blighters! They're 
accessed by hold- 
ing down fire and 
releasing it when 
the required 
mega weapon is 
highlighted on 
the control panel 
below the main 
game screen. The 
effects range 
from the release 
of mini-Walker 
d raids which 
rampage around 
the screen to an 
i m pressi V*- look- 
ing firestorm - 
whichever you 
choose, though, 

they're all dev j i- 

tating. 
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The iountj effect! 
in Assassin are 
amazing - the 
man himself 
grunts and pants 
with exertion, the 
dogs howl and 
yelp, the mutants 
scream and howl 
and so on. On top 
of this there's 
some smart 
speech to tell you 

which power-up 
you've just col- 
lected. 
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There's nothing more annoying in a platform gam* than being forced into 
making a jump into a void, in the hope that there's some sort of plaftorm 
waiting to break your fall. Assassin avoids neatly - by making our hero go 
into a crouch, the player can then pull up or down on the joystick to scroll 
the screen and have a look about to see what's waiting above or below. 
While in this mode, the player can still fire left and right to keep the enemy 
at bay. 

The Assassin has 
an amazing array 
of moves at hi* 
disposals He'll 

never simply 

jump onto a tree 
branch, for exam- 
ple, when he can 
do a fancy flip 
instead. Probably 
Assassin's most 
impressive quality 
is the 'way that all 
these moves can 
be effected quick- 
ly and instinctive- 
ly from the 
joystick with the 
minimum of fuss, 



If you're a 
Northerner, you 
may be familiar 
with the character 
of Reg. If so, you 
should get a 
laugh out of this, 
If you've got a 
512K Amiga and 
you try to load 
Assassin, this 
screen appears 
telling you, in no 
uncertain terms, 
to go and buy a 
1Mb upgrade. The 
attractive hunk in 
the corner is 
Team 17 boss 
Martyn Brown, by 
the way. 




SPADGE ON RAM EXPANSIONS 
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THE VERDICT 
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i.99 Out Now 
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As a big fan of the Strider coin -op I 
admit I was more than a little- disap- 
pointed by the 'official' US Gold con- 
versions of a few years back, so it 
was with no small amount of bated 
breath that I awaited the release of- 
Assassin. And the good news is the 
wait has been worth it - Assassin" is 
the game that Stricter should've been 
and much more besides. The great 
beauty of the game is the control 
the player has over the Assassin - a 
massive array of moves are only a 
simple joystick twitch away. The 
control is so instinctive that* you'll 
soon be hurling the Assassin around 
the screen at breakneck speeds with 
ease, completely forgetting that 
you've got a joystick in your hand* at 
all. This is all backed up by some 
superbly fluid animation on tin 
Assassin, helping the player to build 
up a strong empathy with him - 
sometimes, as the Assassin grunts 
and pants his way through the-lev- 
els, you almost feel like you're there 
with htm. And while we're talking of 
grunting, special mention for the 

sound effects, which have to be B £ T 

some of the most imaginative and 
atmospheric I've ever heard - listen - 
out for the groans and screams of 
the inmates In the genetic lab to 
hear what I mean! Although the . 
action Is generally fast-paced, there 

are sections where stealth is more important than speed, 
forcing the player to think ahead and plan his moves with 
care - a mindless slash-'em-up this is not. /Wind you r that's 
not to say there isn't sufficient bloody carnage to keep 
even George Romero happy, because there is. You know, 
I've racked my brain to thinK of some serious adverse crit- 
icism to make of Assassin but, despite a mild grumble 
about the occasionally empty-looking backgrounds, I can't 
think of any. To put it simply, Assassin is yet another 
Team 17 masterpiece. Is there no genre that Team 17. 
can't come out top in? If they don't stop now everybody 
else in the software industry might as welf give up and go 
home. 
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On final approach to 
the United States 






Developed in corporation with 



Lufthansa and Deutsche Airbus 
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A WEEKEND 



I TRAINING WITH THE 







PLUS! Ten copies of 



to give away! 




Well, almost. To celebrate the release of its really rather good military blaster Fire- 
force (a wel I -deserved 90% last issue), newly-formed software boys ICE (that's Inter- 
national Computer Entertainment to the uninitiated)- have stumped up a prize so 
HARD that even reading about it here could seriously damage your health and disposition. 

We could have copped out and offered you some toy plastic guns of a pair of army trousers 
or something. But NO! Our readers deserve nothing but the very best. Nothing but the abso- 
lute real thing, So, one lucky winner will be joining representatives of The One and ICE on a 
never-to-be- repeated weekend combat course including training by an ex-5A5 survival instruc- 
tor! 

If you thought that Lewis Collins prancing around in Who Dares Wins was the closest you'd 
ever come to learning the secrets of the elite Special Air Service, think again. You'll be taken 
to a secret military location somewhere in England and transformed from a pasty, lilly-livered 
thumbsucker into a lean, rippling perfect killing machine! Or something like that. The train' 
ing includes instruction in unarmed combat and jungle survival techniques and you get to 
play with paintball guns as well. 

Make no mistake - this isn't a day out with the boy scouts. These SAS fellows don't muck 
about and you might want to think before you put your entry in the post. Skinning rabbits, 
eating worms and wading around with freezing cold stagnant water in your pants isn't every- 
body's cup of tea - but when you come out the other side, you'll be hard enough to knock 
out Chuck Norris with one nipple from a hundred yards-away No kidding* And if that wasn't 
incentive enough, each of the ten runners-up will receive an official SAS Survival Handbook 
and a copy of Fi referee, 

This competition is so TOUGH, in fact, that entering it is the easiest part - the problems 
Start if you're fortunate enough to win. For a chance of that, all you have to do is correctly 
identify the five real-life machine guns featured in Fireforce by matching their names to the 
individual graphics, as they appear on the game's armoury screen. If you've been brought up 
! on a steady diet of Joel Silver 

I'm so hard I use barbed wire for den- 
tal floss, so matching up the guns 
with their correct names was a 
breeze. The answers are... 

1 „...„.,., 

2 .„.„„............„ , 

3 , 

4 




Name: 

Address: 



movies, it shouldn't pose too much 
of a problem, 

So get cracking, fill in the 
coupon below and send it to us at: 
WHO DARES WINS, The One, Priory 
Court, 30-32 Farringdon Lane, Lon- 
don EC1R 3AU to arrive no later 
than 21st November 1992. Oh, and 
because of the rock-hard nature of 
the competition, only those aged 
16 and over are eligible for the first 
prize, Sorry. 
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Hatch the numberi with the letters: 
US Mt» Carbine (OUtlt) 
West German HiK ma 
US H40 Machine Gun (C 



* #KM At Ubit RUlC 

6 4 H103 Launcher 
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What's wrong with you? 



I'm all sad and lonely. 




@ 31 
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At last the 
definitive guide to 
PC games written 
by PC enthusiasts 
for PC gamers. 

Written by Robin Matthews 
and Paul Rigby. 

Available through all 
jglffe'jZ^^ bookshops and 

■ -*£» distributed for Sigma 

Press by John Wiley 
& Sons Ltd., 
Baffin s Lane, 
Chichester, 
m W. Sussex 

POI9 IUD. 




This unique guide 
runs to over 300 
pages and has a 
Foreword by 
Amstrad's Alan 
Sugar. In it, you will 
find - 

• Reviews of more than 2000 
games divided by genre. It's 
easy to reference all kinds of 
games from Flight Sims to Beat 
'em up, GPGs to Motoring 
racing. 

• Special CD-ROM Section 

* Special Education Section 

* Only £12.95 + £1 towards post 
and packaging 



■ I I-— J ' 



I 




YOUR 








*- -■»- - - 



«■■■■■■»»* 



ii'iii i ->- 



MICRODISK 

Please make cheques /P.O.payable to Microdisk p.p UK add 
75p per item. Europe add £2.50. Elsewhere £3.50 



SPECIAL 

OFFER!! 

£1 OFF ALL 

GAMES 



All 



Villiers House 

110 Villiers Road 

Watford Herts 

WD14AJ 

(0923)676419 

items subject to availability E.&O.E 

Allow 14 Days for Delivery 



GAMES 

4DSP0ftTS DRIVING 17.49 

4D SPORTS BOXING 1 7 .49 

A10 TANK KILLER ENH 21 .99 

ABANDONED PLAGES 17.99 

ADDAMS FAMILY 1 7.49 

A32C AIRBUS 2499 

AFRIKA KQRPS 17.49 

AGONY 17.99 

AIR SUPPORT 17.99 

AIR WARRIOR 24.99 

ALCATRAZ , , 17.99 

ARABIAN KNIGHT (MEW) ...17.99 

ARCHIE MACLEAN'S POOL 17.99 

ARSENAL F.C , 17.99 

ASHES OF E MPI RE - 17.99 

BACK TO THE FUTU RE II I - 1 7.49 

BARBARIAN II , 17.49 

BATTLE ISLE , , 17.99 

BEASTS 22.49 

BEAST UASTEH 17.99 

BEAVERS 17.99 

BIG RUN 17.49 

BIROS Of PREY , 23,99 

BLUES BROTHERS -17.49 

BONANZA BROTHERS.. 17.49 

BUG BOMBER , 17.99 

CASTLES 20.99 

CASTLE OF OR BRAIN 23.49 

CENTURIAN 17.99 

CELTIC LEGENDS 21.99 

CHAOS ENGINE 20.99 

CHASE HO II 17.99 

CONQUEST Of THE LONGBOW 23.99 

COVERT ACTION 23.99 

CRAZY CARS 3 , 17.99 

CRUISE FOH A CORPSE 17.99 

CURSE Of ENCHANTIA ...-24-49 

CYBERCONIH 17.99 

CIVILISATION 23 99 

DARK MERE (HEW) ..-22.49 

DEUTEROS , 17.99 

D-GENEHATION 17.99 

DISCIPLES OF STEEL 17.99 

DIZZY EXCELLENT ADVENTURES 17.99 

DOJO DAN 17.99 

DODDLE BUG (NEW) . 1799 

DREADNOUGHTS... , 23.99 

DUNE 22.99 

DYNABLASTER 22.99 

ELF 17.49 

ELVIRA JAWS OF CERBERUS ,...23.99 

EPIC - 19-99 

EUROPEAN CHAMPION FOOTBALL 17.99 

.EYE OF THE BEHOLDER 19.99 

EYE OF THE BEHOLDER 2 22.99 

F1S STRIKE EAGLE II 23.99 

F1 1 7A STEALTH FIGHTER 21 99 

F19 STEALTH FIGHTER 19 99 

FINAL FIGHT 17 B9 

FIRE FORCE (NEW) ...17.99 

FIRE S ICE. ,....,. 17.99 

FLIGHT OF THE SNTRUDER. 17.99 

FLOOR 22.99 

FOHMULA 1 GRANOPRIX -.23.99 

GAMES ES PANA 92 22.99 

GAUNTLET III 17.99 

GOBLINS 17.99 

GODFATHER ...17.99 

GODS 17.49 

GRAHAM GOOCH CRICKET TEA 



rCOMPUTERTFfLES 



GRAHAM TAYLOR'S SOCCER CHALLENGE . 17 99 

GUY SPY 22 99 

HAGAR THE HORRIBLE 17.99 

HARLEQUIN 17.49 

HARD NOVA 17.99 

HARPOON 19.99 

HElMOALL 19.99 

HERO QUEST (I MEG) - 21.99 

HOI.. (NEW) ..17,99 

HOOK 17.99 

HOSTILE BREED 17.99 

HUMANS , 17.99 

I JONES FATE OF ATLANTIS 19.99 

IAN BOTHAM 'S CRICKET 1 7.49 

I NTERNATIONAL SPORTS CHAMPI DN 22.99 

ISHAR.. 22.49 

JAGUAR XJZ20 17.99 

J.WHITE'S WHIRLWIND SNOOKER 19.99 

JIM POWER , 19.99 

JOHN MADDEN' S FOOTBALL 17,49 

KICKOFFII 13.99 

KICK OFF III (HEW). ..17.99 

KID GLOVES II 17.49 

KINGS QUEST V 23,99 

KNIGHTMARE 17.99 

LASTNINJA a 17.49 

LEANDER 17.99 

LEGEND 20.99 

LEISURESUIT LARRY5 23.99 

LEMMINGS 17.49 

LEMMINGS 2 22.49 

LEMMINGS DATA DISK 13.99 

LEMMINGS STAND ALONE 17.49 

LIRE £ DEATH 17.49 

LINKS 24.99 

LIVERPOOL 17.99 

LORD OFTHE RINGS 20.99 

LORDS OF TIME 17.99 

LOTUS 3 17.99 

LOTUS TU RBQ CHALLENGE 2 17.49 

LURE Of TH£ TEMPTRESS 21 99 

MAD DOG WILLIAMS 21 99 

MAGIC POCKETS 17.99 

MAN .UTD EUROPE... 17.49 

MEG A FORTRESS , 20.99 

MEGA TWINS 17.99 

M ICRDPRQ5E GO LF 23.99 

MIDWINTER II 23.99 

MIG 29 SUPER FULCRUM 24.99 

MIGHT* MAGIC III 22.99 

MOONSTONE..... 20.99 

MDNKEYISLAND 17.99 

MONKEY ISLAND 1 1 23.49 

MYTH 17.99 

NICK FALDO'S GOLF 22.99 

NIGEL MANSELL WORLD CHAMPION 19.99 

NOBBY THE AAFDVARK (NEW) . ,17.99 

NOVA 9 „ 23 99 

OftK : : ...(NEW) . . 1 7 99 

OUTLANBER... (NEW). ..17.99 

PAPERBOY 2 17.99 

PEGASUS 17.49 

PGA PLUS 22.99 

PGA GOLF DATA DISK 12.99 

PITFIGHTEH 17.49 

PLAN 9 FROM OUTER SPACE 22.99 

PLOTTINGS 17.49 

POOLS OF DARKNESS 22.99 

POPULOUS II 20.99 

POPULOUS/SIM CITY 20.99 



PREMIERE 22.99 

PLAYER MANAGEH 13.99 

PUSHOVER 17.99 

RAILROAD TYCOON .24-99 

REALMS 20 99 

RED BARON 23 99 

RED ZONE , 17.99 

RISKY WOODS 17.99 

FtOBQCQD .17.49 

ROBOCQPIII - 17.99 

ROBIN HOOD 17.99 

RODLAND - ......17.49 

RUGBY WORLD CUP , 17.49 

SENSIBLE SOCCER 17.99 

SHADOW OF THE BEAST 2 17.99 

SILENT SERVICE II 23.99 

SILLY PUTTY (NEW} ...17.99 

SIMANT , 23.99 

SIMPSONS 17.49 

SHUTTLE 28-99 

SHUTTLE 23.99 

SPACE ACE2 .2599 

SPACE 18B9 19 99 

SPACE CRUSADE 17.99 

SPACE GUN 17.49 

SPACE QUEST IV 25.99 

SPECIAL FORCES 21.99 

STEEL EMPIRE 17.99 

STRIKER 17.99 

SUPCR SPACE INVADERS 20.99 

SUPERTETRIS 22.99 

SUSPICIOUS CARGO 17.49 

TEAM YA*IH3 E 19-99 

TEAM YANKEE II 23-99 

TENNIS CUP 2 17.99 

TERMIMTORII 17.99 

THE CARL LEWIS CHALLENGE 1 7.99 

THE COOL CROC TWINS 17.99 

THE MANAGER 22.49 

THE PERFECT GEN ERAL 22,99 

THEIR FINEST HOUR 19.99 

THUNOERHAWK AH-73M 21.99 

TITUS THE FOX 17.99 

W SPORTS BOXING 17.49 

TV SPORTS BASEBALL 17.49 

UGH (NEW). .17 99 

ULTIMA VI,,.., 20 99 

UNDER PRESSURE , 17.99 

UTOPIA..., 20.99 

VIDEO KIO 17.99 

VIKINGS , 17,99 

VROOM 17,99 

WILLY BEAMISH , 21,99 

W1ZZKIO 17,99 

W.W.F. WRESTLING 17,49 

ZDOL 17.99 

ACCESSORIES 

1V? MEG UPGRADE * CLOCK 24.99 

AMIGA 4 PLAYER ADAPTOR 7.99 

40 L0CKA8LE DISK BOX 6.99 

80 taCKABLE DISK BOX . B.S8 

BOX 10 BULK DISK S.99 

BOX 10 SONY DISK $W 

fflJJCKSHOT PYTHON 1 10.99 

WJICKSHgT MAVERICK , 14*9 

GUICJUQYJETflfiKTEfl ...13.99 

flUICKJGYTOPSTAF ... .2099 

COMPPRO 50O0 EXTRA CLEAR 13 99 

NAVIGATOR 13.99 

ZIPSTICK 13-99 

DK* BOX A JOYSTICKS PIP El. DO 



COMPILATIONS 



BOABD GENIUIS 
SCRABBLE. RISK CLLTEDO, 

MASTER nnu:m i 
£17.99 



NiruA cxHij-xrrioN 

DOUBLE DRAGON, DRAGON 

NINJA. SHADOW WARRIOR 

£17,99 



4> WHEEL DRIVE 


TEAM SUZUKI, COM HI RACER. 


CT FOUR RALLY, LOTUS TURBO 


CHALLENGE 


^17.99 



2 HOT 2 HANDLE 

GOLDEN AXE, TOTAL RECALL, 

SHADOW WARRIOR, SUPER OFF 

ROAD RACER \ 

£17.99 



POWER PACK 

XENON2, LOMBARD RALLY, TV 

SPORTS FOOTBALL, 

BLOODWYCH 

£17-99 



HOIXYWOOD COLLECTION 

ROBOCOP, GHOSTSUSTERS II. 

INDIANA IQNES, BATMAN 

£17.99 



MAt.YI M 

AFTERBURNER, DOUBLE 

Dfl U'iON, OPERATION WOLF, 

BATMAN CAPED CRUSADER 

£17.99 



DIZZY COLLECTION 
FAST FOOD. QUICK SNAX, 

.V1AGICLAND DIZZY. FANTASY 

WORLD, TREASURE ISLAND 

DIZZY 

£17.99 



QUES'I FOR ADVENTURE 


OFERAT1 


ON STEALTH, MEAN 


STREETS, 


[M)1ANA JONES LAST 




CRI SADE 




£17,99 



TOTAL AMOUNT ENCLOSED 



PRICE 



"Name .... .Date 

1 Address..... - 



"1 Postcode 
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Tel 







BEHOLDER 2 us gold 



ADDAMS FAMILY OCEAN 



HOOK OCEAN 



10 SNIP TIPS 



12 GAMES SURGERY 



Although this month's Kill Zone is 
a little shorter than usual, we think 
you'll still find it's packed with as 
much juicy goodness as ever - in 
fact maybe more $0 than normal. 
Because you've all been crying out 
for it, the Snip Tips have been 
expanded to a bumper two pages 
full of tiny cheats and hacks. Then 
there's the continuing guide to Eye 
of the Beholder 2, the end of the 
Adda ms Family mansion tour and 
an alMn-one complete solution to 
Hook. There, that should shut you 
all up for a bit. 




NASTY NASTY (again) 
So you thought the creatures last month were 
tough? Well, you ain't seen nothing yet. So that 
you're not caught off guard here is a little catalogue 
of the baddies found on the next few levels: 



CLERICS 
Th*M »mi are not as tough as those previous- 
ly encountered and don't paralyse you as 
often. However, they can com* in large groups 
so Fireball spells (which have an area effect) 

come in handy. 



MANTIS WARRIORS 

These guys move fast and fight with a special 

Weapon that paralyses any party member 

struck, so have some Remove Paralysis spell Is 

handy. Also, if rear party members have ranged 

weapon! it might be better to just pummel 

them while the front rank are froi*n. 

GIANT WASPS 

These bugs aren't that fast Put come in large 

swarms. Beware their sting - it can paralyse as 

well as poison the party. Fireballs prove the 

best spell against them. 



FLVING SNAKES 
Vulnerable to most attacks, these reptiles also 

possess a poisonous bite. Best just to get in 
there and hack them to bits. 



GAS SPORES 

These resemble Beholders from a distance and 

thus initially cause a bit of panic. If attacked in 

melee tumbat they explode, injuring the 

party. A simple rock or arrow is enough to 

'detonate' them from a distance. 



WILL 0' WISPS 
Hitting these foes is very difficult so its best to 

have prepared any spells that help attacks 

(you should be doing this anyway) such as 

Prayer, Haste, etc. 



BEHOLDERS 
Tough isn't the word for these nasties. If 
caught unawares the party will surely perish. 
They s«em totally immune to magic while deal- 
ing Out Death, Fireball and Lighning Bolt spells 
as if there's no tomorrow. As always the secret 
is in the preparation - physical attacks are 
most affective. Always try to keep moving, 
attacking it from the sides and rear. 
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Having complet- 
ed the darkest 
catacombs of 
Temple 
darkmoon r 
Khalid 

'Dragonsbane r 
Howladar now 
emerges with 
the maps and 
knowledge nec- 
essary to 
complete the 
first of the 
three towers. 



TEMPLE LEVEL 2 

Priests are everywhere on this level. 
Although a full map is provided a lot 
of the locations will not be accessible 
at first. You must get keys and objects 
from the Silver and Azure Towers to 
gain entry to the various sealed places 
Numerous Copper keys ate needed 
and some locks don't actually have 
keys for them r but a thief should have 
no problem getting in. 

(A) Searching the beds reveals a 

Copper key. 

(G) These Darkmoon priests must be 

killed to progress. One drops a copper 

key. 

(C) The mouth will let no one past 
unless they possess the mark of 
DarkmooiT. This can only be received 
on the third floor of the Silver Tower. 

(D) I knew there was something odd 
about the statues - behind this one is 
a secret switch. 

(E) Stepping through the teleporter 
takes the party to a small self-con- 
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left alone 

(D) An object placed within the niche 
will change into a Wand of lightning, 
needless to say it only worts once. 

(E) The Cleric here is a worthy addition 
to your party if you haven't already 
recruited Shorn. Soon you will find his 
extra Healing and Remove Paralysis 
spells extremely useful. 

(F) Three bones placed here give a key 
in return. 

(G) The button must be activated from 



a distance by throwing an object. 
(H) A Mantis key is present here. 
t() These eggs all fetch once you reach 
here starting one Hell of a fight. If you 
don't feel up to it you can hack them 
open one by one and fight them indi- 
vidually. The gem can be removed 
from, the socket. If placed back a secret 
passage is revealed. Present are a 
Copper key and a Mantis Idol. 
(J) A Copper key is to be found here. 
(K1-5) The switches here must be 



pulled in the correct order to remove 
the pits and proceed. Stepping on the 
pressure pad resets a 1 1 the levers, Then 
switches two, three then five must be 
pulled. The door then opens. Pressing 
a secret button on the wall nearby 
allows you to pull switch five. 
(L) This switch allows you to pull 
switch five. 

(M) This is the correct room to choose. 
The teleporter takes you to the stairs 
to the next level. 



tained level, The three gems lying 
around can all be placed in one niche 
to reveal a secret passage. There are 
passages in all directions with differ- 
ent goodies in each, although I rec- 
ommend the North wall. The 'seed" 
when planted in the centre creates a 
teleporter. 

{F) Here lies the body of one of 
Khelben's scouts. Along with a letter 
she possesses some magk dust, 
(G} The lock here needs a Crimson key. 
This may be found on the second level 
of the Azure Tower. 
(H) Here is a portal that connects with 
the Catacombs Level 3 and the Frost 
Giant prison level depending on which 
stone artifact is used- 
ID This seal must be broken with the 
crystal hammer to proceed- This is 
found on the third level of the Silver 
Tower. 

(J) There are numerous shifting walls 
here. Placing an object in a nearby 
niche will reveal a secret button. 
{10 All the 'Talon' objects must be pre- 
sent to open the Crimson Tower seal. 
These can be found in the Azure 
Tower 

[L) These pressure pads must be 
weighed down for the wall ahead to 
disappear. 

SILVER TOWER 
LEVEL 1 

To enter this level you must use all of 
the four horns next to the fine stone 
carving found on Temple Level One. 
Infesting the level are Mantis Warriors 
and Wasps. 

{A) These lightning pads cause serious 
damage. You must time your steps SO 
that you walk onto them when they 
are off, although in a couple of cases 
damage is unavoidable. When fighting 
the Mantis warriors nearby try to get 
off the pads as soon as possible. One 
drops a Bone key when slain. The 
weapon visible is cursed and should be 
left alone, 

(B) This switch deactivates the light- 
ning pads. 

(C) This is a cursed -2 sword and is best 
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SILVER TOWER 
LEVEL 2 

Flying Snakes and Gas Spores are 
encountered on this level. 

(A) This door needs to be forced open. 

(B) A Flying Snake drops a Darkmoon 
key when slain, 

(C) This room is the correct choice. A 
Bone key is found here. 

(D) This door only opens when the 
mouth at location 'M' is satisfied. 



(E) A red gem is found here. 

(F) Numerous goodies are available 
along with a cleric stroll of Raise Dead. 

(G) The button here reweals a secret 
room. Within lies +2 banded armour, 
+ 3 short swort, and a cursed polearm 
leech'. 

(H) The Flying Snake drops a ring of 
adornment which seems to have no 
apparent use. 

{\) A composite bow and five +1 
arrows are here with a partial map of 



the Silver Tower Level 3, 
(J) The priest here is best left alone or 
you will suffer the consequences, But 
I bet you'll all try to get the goodies, 
* Note: For the next section you may 
wish to try and solve the riddles your- 
self. If so, cover your eyes. 
(K) This mouth needs rooten food. 
(L) This mouth needs five rocks, 
(M) This mouth needs the Mantis Idol. 
(N) This mouth needs a red gem, 
(O) This mouth needs the cursed 



weapon 'Leech' 

(PJ This mouth needs a potion. 

(Q) This mouth needs a scroll or parch 

mem, 

(R) Hacking the walls reveals a +3 two 

handed sword and a mage spell of 

Disintegration, 

(5) Without activating the hidder 

switch the party will find this corridor 

extremely long. 

tT) There is a spinner here. 

(U.) The Snake drops a darkmoon key 
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(V) A mage spell of Disintegration lies 


>areh- 


here. 
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{A) These tele porters are random and 




so keep teleporting through until you 


n key 


have all four Darkmoon keys, 



(B) This place is a mess of illusionary 
and movable walls. The party should 
already have a map. 

(C) The button here will allow the party 
to rise to a little self-contained level. 
Also here is a creature in distress. The 
bracers are cursed. Nearby are a +3 
shield and a much -sought-after +2 
crystal hammer. 

(D) There is a + 2 short sword and +4 
Dragonsfcin armour here! 

{E) There are numerous pressure pads 



around which create and remove 
walls. 

(F) An invisible teleporter is here. 

(G) A spirtner is here. 

(H) Another invisible teleporter. 
(I) Look out for the secret button. 
(J) These two Beholders are seriously 
nasty so make sure you have saved the 
game before you get here. 
(K) This pedestal will give the party the 
mark of Ddrkmoori they need to pass 
through the seal on Temple Level 2. 



NEXT 

MONTH! 

The final 

instalment of the 

solution - the last 

two Towers 

revealed! 
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Go, Gomez, go! It's the final part 
of the complete Addams Family 
solution! Phewieee! 



DRAGONS! 

From the main stairway, go through 
the door on the top right to enter 
the kitchen. Go right to find the 
stove. Make your way to the top- 
right corner to discover a false wall 
and a secret room packed with 
coins. On leaving, go left, enter the 
room and collect all the coins and 
leave. You should see a switch; hit 
it and return to the stove. The blocks 
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covering the stove should now have 
gone, Stand on the tube and pull 
down to enter the furnace, 

Drop down onto the moving 
block then jump right. Jump over 
the baddy and fall onto the block. 
Fall to the left and then right. You 
will then fall onto a platform below 
four switches; hit one and the floor 
will disappear. Exit right. Nit the first 
and third switches you come to but 
not the second Exit right- 
Drop down and hit the switch - 
the floor will disappear. Jump to the 
right onto the moving platform. 
\ When thisgets to the top, jump 
\ right, go up and jump left. 
J Walk onto the platform in the 



lava and duck under the platform. 
Jump right; you will see four blocks 
above. Make your way across them 
and then go back right. You'll see a 
moving block and a switch. Get on 
the block and hit the switch, then 
fall to the right and exit, 

Go right and hit the switch. You'll 
reach a heart. To collect it, strike the 
switch to your right and walk left 
through the wall, remembering to 
hit the switch to exit. Hit the switch 
and continue right. You can walk 
through the wall and collect some 
hidden points, Go right, down and 
then left. Drop down and go right to 
reach the exit, 

Get on the moving platform. 
When you get as far as you can, hit 
the switch. This will open up a new 
path to the top right Gel back on 
the moving platform and jump up 
and left. Walk left until you can 
jump onto the up/down platform. At 
the top go right and jump onto the 
moving platform. At the top go left 
and hit the switch in the left corner. 
Exit to the right. 

Collect the Fezeopter and the 
Speed-Up and fly right. There are 
some hearts - if you want them just 
hit the blocks and they'll disappear. 
Continue right. On the newt screen 
you'll be underneath a switch - hit 
it. Go back left and you'll see a new 
platform. Use it to go left. You'll find 
three white balls. Go to the top right 
and hit the switch, then walk back. 
Another new platform should've 
appeared. Walk across. Hit the 
switch to lock the baddies below the 
platform that appears. Walk across 
and hit the other switch. Fall down 
then walk right. 

Walk right, hitting switches as 



you go. On leaving you'll encounter 
the Fire Dragon guardian, The best 
place to stand is to the far right, 
next to the wall Granny is locked 
behind. Jump only on the Dragon's 
head to kill it. Exit right and collect 
the three 1-Ups above the door. 
Back in the kitchen go left and col- 
lect the hearts. 

IF A PICTURE 
PAINTS... 

Go through the top-left door of the 
hallway to reach the portrait gallery- 
Go right until you find what looks 
like a door. Enter, collect the coins 
and exit right Carry on right until 
you reach an entrance blocked by 
golden blocks. Hit the switch to 



torn. Return to the block you 
jumped from but this time jump to 
your right and exit. 

Carry on right. Just after a swing- 
ing ball you'll face a bear spitting lit- 
tle teddies at you. stand on its head 
and jump up; a hidden block will 
appear. Jump on it and hit the 
switch. Go right and you'll come to 
a gap which you cannot jump. There 
should be a block to the left - use it 
to reveal a hidden block. Return to 
the switch and turn it off, then go 
right, jump on the block which was 
hidden and jump right. You'll come 
to a hole in the floor. Drop down 
and collect all the pick-ups as you 
fall. When you return to the screen 
go right and exit. 

Go right. Ignore the first switch 
and use the ghost to jump the gap, 



remove the blocks. 

Continue right, hit the switch you 
find and a large block will appear 
Get on it and jump left - you'll now 
enter a secret room with three rows 
of coins and two 1 -Ups. Strike the 
switches to remove and form plat- 
forms below you, Exit at the bot- 



H it the next switch and everything 
will vanish. Continue across the 
bridge of springs and exit at the bot- 
tom right. Hit the switch and fall 
onto the Fezeopter. Fly left and exit. 
Fly quickly to the top- right entrance. 
Enter and work your way to the top, 
Collect your invincibility and exit. 
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Exit at the bottom right, 

Recollect the Fez copter and fly 
right as fast as you can and exit. 
Continue right and hit the first 
switch you find, Walk across the 
newly-formed bridge. Proceed right 
and use the bear to jump and collect 
the 1-Up. Soon you'll find a bear 
that isn't spitting teddies - you can 
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enter its mouth to collect some 1- 
Ups. Exit and proceed right. 

BOOKWORMS 

Jump onto the door and hit the 'A' 
block. Read the message and jump 
onto the block, right onto the books 
and left into the crevice. Walk 
through to a room full of coins. Exit 
right. Continue right collecting the 
icons as you go until you tacit 

Trie first book has DOOR O' writ- 
ten down the spine. If you stand so 
that your head covers the O' and 
push up a secret door will open, 
Enter and walk right. To enter the 
upper level of this room you must 



bounce off the worm to the right. 
Once you get to the top there will be 
a door in front of you. Enter and 
proceed right. When you exit you'll 
find yourself back on top of the 
books. Proceed right until you exit, 

On the train level hit the 'A' and 
read the message. Now stand on the 
front of the train and it'll start to 
move. You must survive until the 
end of the ride. When you enter the 
door at the end you'll face the 
Witch. Bounce off Untie Fester tu 
get high enough to hit her on the 
head. 

Go back to the stairway and enter 
the middle door. You should now 
have Fester, Pugs ley, Wednesday 
and Granny standing in front of you 
and Lurch playing the Addams 
Family theme on the piano. When 
Lurch finishes the wall will disappear 
and you can enter the final level, 

HERE COMES 
THE JUDGE... 

Jump and climb up the chain in 
front of you. You'll pass through the 
roof and be able to stand on the 
platform above. This is a short cut. 
Now you will see a door in front of 
you. When you get to the top go 
right and down until you find an 'A' 
block. Across to the right there's a 
block in the ceiling which is a lighter 
colour to the rest. It's a switch - hit 
it and climb down the chain to the 
left. 

Fall and grab the chain and jump 
onto the right platform. Don't enter 
the door but jump right onto the 
first chain and go up. Jump right 
onto the platform at the top and go 
up again. Jump left at the top and 
enter the doorway. Now go down 
the chains until you come to a plat- 
form with no chains hanging from 
it. Stand on the very left block, 
which will fall down. Jump right 
when it gets level with the platform 



below where you were and jump 
onto the chain to the right, 

Go down to the hottom of the 
chain and jump right onto the next 
chain along. Go up and jump left. 
Go up again and you'll see a switch 
on the left; hit it and go back down 
and jump right onto the next chain. 
Go down this until the middle of 
Gome; is level with the spiky plat- 
form to the right and jump over it. 
This takes some practice but if you 
do it correctly you won't hit your 
head on the spiky roof. Grab the 
chain and go to the bottom - you'll 
see a door and a platform to the 
right. Jump onto this platform and 
climb up the chains until you see a 
door to the left. Enter but remem- 
ber to jump over the hole in the 
floor just before the doorway. 

You'll see a chain hanging above 
and to the right of you. If you climb 
the chain and go through the roof 
you'll find a bonus section. 
Alternatively you can go right and 
enter the door. Both routes lead to 
the same door. Go right and fall off 
the bottom of screen. Go left and 
right as you fall, collecting the coins. 
At the bottom enter the left door. 



your way down and exit through the 
room at the bottom. Go right until 
you can reach the upper level. When 
you have done this go left and enter 
the door. Collect the coins, exit and 
go right. Hit the switch and a piece 
of floor will vanish. Drop through 
the hole and continue down. You 
will now see a block with no floor 
underneath. Stand on this and it will 
carry you down. Jump left before it 
hits the botto m a nd cl i mb the chai n 
down. Enter the door, go right and 
exit. 

Go right, enter the door and go 
right, Enter the door and jump on 
the boat and it will start to move 
right. Stay on it until it reaches the 
other side, then jump off and enter 
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Collect the icons by locating the hid- 
den blocks to the left and right and 
in the middle of the room, Exit when 
you have finished, then enter the 
right door. 

Proceed right collecting the icons 
and exit via the right door. Make 



the door. You will now find yourself 
outside the safe. Enter and go left 
until you find some icons. Pick them 
up and go right. Eventually you 
will face the Judge. Kill him by > 
bouncing on his head when f 
he's off his pedestal. 
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Good form, 
Ocean! 
Another fine 
film tie-in... 
and we've got 
the complete 
solution to it 
right here! 




From Pirate's Square (which is 
where you start)., toddle off down 
Mugger's Alley and find Dr Chop. 
Take the roller blind,, then ask the 
good Doctor how to get some 
clothes and how to earn same 
money. Subject yourself to Chop's 
magic fingers and let him pull out 
two of your gold teeth. 

Go to Jolliest Roger's Place. Ask 
the manager about Hook, the war 
and how to get the hat, then leave. 
Walk behind Pirate's Square to 
where Mrs Smeedle keeps her wash- 
ing. Grab the pole and the anchor 



and take a look at the jacket then 
return to the Square. 

Go to the Pier and pick up the 
rope, which you should then us* on 
the anchor. Go to the Crossed 
Swords and take the two cups. Go 
to the Bait and Tackle and take the 
cup. Go upstairs to the balcony 
overlooking the Square. Mow comes 
the tricky part - use the rope and 
anchor on the clock to swing across 
the Square, and grab the pirate's hat 
as you go. 

Knock on Mrs Smeedle's door, 
then quickly swing back to the bal- 



cony again. Go downstairs and 
make your way as quickly as possi- 
ble to Mrs Smeedle's washing line. 
Use the pole to get the jacket and 
examine it to find a COifl- 

Retum to Jolliest Roger's and talk 
to Fake Jake - ask him if needs a 



drink. Give the three mugs and the 
three coins to the bartender, then 
give the three foaming mugs to 
Jake. When Jake nods off, nick his 
trousers. Make your way back to 
Mrs Smeedle's again and use the 
rollerblind so that you can get some 
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-privacy while you change 

Go to Hook's ship. Look in the 
pots to the right to get some 
money. Now find the tailor back in 
town. Ask her for a metal detector 
and then give her the money in 
return for a magnet- Go to the 
beach and use the magnet on the 
X. Make your way back around to 
the ship and seek out Hook. Get 
ready for a watery exit... 

Glugl Take a look at the pulley 
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base and the big shell, then use the 
pole on the ropes. Now use the shell 
to haul yourself up to the look-out 
point. Walk right to enter the 
Neverforest. This is a maze - go 
right, right, right r up, right, up, left, 
left, left, left, up, right, right- After 



your entrapment, enter the tree. 
Go to the round pond and have 
a chat to Tinkerbell about every- 
thing, Go to the slingshot and chat 
to Ace about everything. Go the 
workshop and take the arrow. Goto 
the jogging area and use the exer- 
cise equipment three times to work 
off the flab. Go to The Avenger and 
take and examine the net. Go to the 
Four Seasons and take the dead 
wood; use it with the string. Take 
the flower. Go to the chicken and 
use the ccnchshell. Quickly nab the 
eggs. Return to the workshop and 
give the eggs to the boy. Go to the 



about that. Go back to the slings hot 
and use it on yourself; Ask Thudbutt 
what his happy thoughts are Go to 
the dining area and talk to Rufio. 
Say "Oh Rufio!", Go to the found 
pond and walk to the middle of the 
screen to get inside the Nevertree. 
Talk to Tinkerbell, then examine the 
bed, the chair and the fireplace. Talk 
to Tinkerbell again to regain your 
memories... 

Having rediscovered your Peter 
Pan-ness, it's time to defeat Hook- 
When the sword fight starts, try 
these taunts in the following 
sequence; 
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round pond and give the flower to 
Tinkerbell. Take the branch from the 
tree. 

Go to the slingshot and use the 
Strong elastic on the broken strap. 
Use the branch with the string- 
Return to the workshop and use the 
bow with the panpipes- Take the 
pipes. Go the cliff side and use your 
self (!) on the far corner of the 
fence. Repeat this three times, then 
ask Thudbutt what he thought 




"Peter Pan the Avenger!" 

"Good form James." 

"Tick-toe k-tick-tock. Hook's afraid 
of a dead old croc!" 

"You kidnapped my kids. Hook. 
You deserve to die!" 

J 'Put up your swords- It's Hook or 
me this time!" 

" Peter Pan the Avenger!" 
Now sit back and watch the end 
sequence, because you've finished 
the game! 
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Because you demanded it, 
the Snip Tips this month 
have been expanded to a full 
two pages. Get cracking! 







JAGUAR XJ220 

Core Design 

Hooray! There are a couple of cheats 
coming out of the woodwork for this 
fantastic racing, game so take your 
pick... 

Before starting, select the radio 
mode on the CD piayer and tune it in 
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to 065.4. Once you start the race you 
should be breaking lap records, every 
time! 1 

• At the start of the race, press the 'P' 
key to pause the game as soon as the 
starter says "GO". Un-pausethe game 
(by pressing 'P' again) and you'll win 
the race without even trying! 

AGONY 

Pysgnosis 

If you can drag yourself away from the 
amazing title musk you might like to 
type FANTASY anytime during the 
game. You'll now find that pressing 
any function key from one to five will 
let you select any one of the available 
weapons, Even better, pressing ENTER 
will move you on a level. 

SUPERCARS 2 

GBH 

A tiny tip for a full quota of missiles, 
weapons and automatic qualification, 

All you need to do is enter Player One's 
name as WONDERLAND and Player 
Two's as THE SEER and away you go. 
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CHAMPIONSHIP 

MANAGER 
Domark 

Thanks to Andrew Clarke from 
Baddesley Ensor (where?) for this 
coupSe of J Top Tips' for Pomade's 
football management game. 

• To raise cash at the end of the sea- 
son, transfer list all your players over 
thirty years of age who you no longer 
require or you feel you could do 
without. Revalue each one to the 
highest price you can get away with 
(just below the figure that gives you 
the "He's not worth that much" mes- 
sage). 

Make sure that they are all insured 
and then go into the new season pro- 
cess- During the course of this you 
should get messages that certain 
players have retired to non-League 
football. Most players over thirty-one 
tend to do this if you have listed 
them or not played them much dur- 
ing the season. Any of your listed and 
insured players that do retire will give 
you full value (at the inflated price 
you were asking} from the insurance 
company. 

* Early on in the season, should you 
want a certain player that another 
side will not sell, go to MANAGER'S 
JOB and select ADD PLAYER. 

Now simply add a second false man- 
ager, picking the team that refuses to 
sell you their star. Make the player 
approachable and sell him to yourself 
for as lower price as possible, then 
resign from your second team, 

GOBLIIINS 

Coktel Vision 

Hey, guess what? Yep; more level 
codes for you to use. Heartfelt thanks 
go * out to 

Mark Magee form Portsmouth for 
this selection. 
1 No Code 
3 VQVQFDE 
ICIGCAA 
ECPQKC 

» FTQKFEN 

i HQWFTFW 
7 DWNDGBW 
3 JCJCJHM 
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Chanpionship Manager 



9 ICVGCGT 

10 LQPPCUJ V 

11 HNWVGKB 

12 FTQKVLE 

13 DCPLQMH 

14 EWDGPN L 

15 TCJMGTOU 

16 TCVQRPM 

17 IQ D N KQO 
IS KKKPURE 

19 NGOGKSP 

20 NNGWTTO 

21 LGWFGUS 

22 TQNGF VC 




TEST DRIVE 2 

Kixx 

A quick cheat coming up so get ready. 
Type GAS at any time during play and 
you'll be taken to the next petrol sta- 
tion. Over and out. 



NARCO POLICE 

G.B.H. 

There's a number of cheats for this, all- 

aeticn budget re-release. During the 

game type one of the following 'words' 

for the effects described below: 

NOENEMIG 

Makes all enemies disappear. 

CQMENZAR 

Makes all enemies reappear. 

ABRIfl 

Open all doors. 

BLAST 

Smart bomb. 



MUM ICON 

More ammunition. 

MOAMET Z* 

Mo machine guns. Replace the '*" with 
any number between one and four to 
jump to the corresponding zone. 
NOCAM r 

No cameras. Replace the '*' with any 
number between one and four to 
jump to the corresponding zone. 



CARRIER 

COMMAND 

Kixx 

A top cheat for the recently re- 
released flight simulation. Pause the 
game during play and type GROW 
OLD ALONG WITH ME (including 
spaces) and you'll be able to toggle 
immunity with the '+' and '-' keys. 
Also try typing THE BEST l& YET TO 




y^j^UL 



f[f:[' frrrri 



Tfjrrfr.'r ^:?.r~ 





COME and use the same keys ( r + H and direction every time you comeacrois 
'-') to view all the objects m the game, different slabs telling you otherwise. 



ZOOL 

Gremlin 

Not so much a cheat but a slight tip 
pette from Denny Hilton who lives in 
Newcastle. On the second level of the 
Music World, jump on the first, third, 
■fifth and seventh keys on the first key- 
board. A large musical note should 
appear which will, when shot, award 
the player with an extra fife. Yippee! 

GUY SPY 

Readysoft 

A snip tip from Adam Leeder from 
Staines should be just the ticket for 
those of you stuck on the maze sec- 
tions in Readysoft' s latest. To find your 
way around you should pay particu 
lar attention to the stone slabs on 
either side of the screen. If slabs on 
either side are sticking out on the 
same screen then you should contin- 
ue straight ahead until you come 
across some more protruding slabs. If 
the slabs jut out on the left then turn 
left and tf they stick out on the right 
then - yes, you guessed it - turn right. 
Follow this procedure, only changing 



SPEEDBALL 2 

Renegade 

5peedba.ll 2? What's going on? Yes, 
yes, yes • we know it's a bit old in 
the tooth now but we sat down for 
a quick match one day at the end of 
the last issue and didn't get back up 
for a week. Gary was getting so fed 
up with loosing that he rang up Eric 
Bitmap to get a few helpful tips and 
we thought you'd like to share them 
too 

• MONEY - When you go into the 
league you begin with 1 100 credits. 
You can go into the gym and tram for 
a bit but the best thing to do is wait 
until the Star Players come onto the 
transfer market and snap them up. 
This wiJI improve your team more than 
the training and will cost the same 
amount of money. 

• PLAYERS - The most important play- 
ers in the team are the goalkeeper. 
centre midfield and the centre for- 
ward. These are the best places to 
stick your Star Players, 

• TOKENS - The best tokens to aim for 
are: Freeze Team. Shield, Transport 
Ball and Boost Stats, in that order. 



WE NEED YOUR TIPS 



Come on all you talented gamers! tf you discover 
a tip or a cheat or can knock up some level maps 
for your favourite game the send them in. If It's 
okay we'll print it along with your name, 
meaning instant fame and fortune. People will 
probably stop you in the street and all that. If 
we deem it really exceptional we'll even reward 
you with a top-quality piece of software (and, of 
course, all that fame and fortune will still count) 
so come on, send your info to: Snip Tips, The 
One, Priory Court, 30-32 Farringdon Lane, 
London, EC1R 3AU. We'll be waiting for your 
call... 
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GAMES SURGERY 



/ 



He's back, he's big and he's baaaaad! Yes, Doctor David has 
returned from his short 'holiday' and is feeling just fine and dandy. 
He can barely wait to recommence curing the sick and helping the 
needy. So please, would the first patient step into his office... 



Dear Doctor, 

About two weeks ago I bought the 
quite excellent Heart of China. I 
seemed to be doing quite well - I 
got Chi to help me, caught the cow 
and got Chi into the castle. 
However, when J got Lucky over 
the wall and we hid behind the pot 
I found it impossible to move with- 
out being seen by the guard and I 
am totally stuck as to what to do 
next. Can you help me? 

Liston Kiloh, 
Bradford. 

Your description of your iymptoms 
is a little vague but I think I know 
where you're stuck. Try the following: 
Once Lucky has clambered over the 
wall, go to the castle's gatehouse 
and take the key. Go into the central 
palace and wait until the guard 
marches out of sight then sprint left 
into the dining room. Does t hi? solve 
your problem? 








Dear Doctor, 

Do you have a cheat for Back To 

The Future 2? It's driving me mad, 

Sajjid Raja, 

Bedford. 

Indeed I do have help for Back To 
The Future that should get you Back 
To Health (a little doctor's joke 
there). Pause the game and type in 
THE ONLY NEAT THING TO DO 
[spaces n' all). When you unpause 
you should have infinite lives and 
find that the T key will let you 
skip to the next level. 



Dear Doctor, 

That's it. I've had enough. Don't 
give me any crap, 'Doctor' - 1 know 
there has to be a cheat for Xenon 2 
so what is it? If I don't find it out 
soon I'll have to kill something - and 
it won't be a bloody Xenite, either. 
Michael Powell, 
Bury St Edmonds. 

I must say that I find your aggressive 
manner somewhat disturbing. Still, 
that doesn't stop me from helping 
you. Who knows? Perhaps a little TLC 
will make you a better person. What 
you have to do is pause the game 
then type in RUSSIAN AIR (complete 
with the space), Unpause the game 
and then use the N key to skip 
through the levels. 




Dear Doctor, 

I've got Hunter and although I've 
been 'hunting' (ha, ha) for ages I 
can't find out where the security 
pass is. Have you got any ideas? 
Darren Maul I.. 
Chingford. 

Indeed I have. In tact, f have several 
ideas, often all at the same time- I'm 
quite clever like that, you know, 
Anyway, to answer your query the 
pass can be found at co-ordinates 
X:9G, Y:153. Thank you Mr Maull, 
and goodbye. 



Dear Doctor, 

Do you have a cheat for infinite 
lives and weapons for Z-Out? I've 
been playing it for ages and I just 
can't get off the first level 

Wayne Marshall, 
Hampshire. 

Oh, a lamentable situation indeed. 
Calm yourself, Mr Marshall, for help 



is at hand. If it's infinite energy you're 
after, then press down the Q and K 
keys simultaneously. Alternatively try 
pressing Q together with any num- 
ber key from 1 to 6 to skip levels. 
Press any number between t and 3 
on the numeric keypad to skip sec- 
tions within a level. To jump right to 
the end of the game (but what's the 
point?) hit keys Q and 7 together. 
Feeling better already, am I right? 



Dear Doctor 

I am in desperate need of help. I 
recently got Blood Money and find 
it impossible to complete the first 
or second levels, If you have a 
cheat I would be most grateful. 
James Argent, 
Cheshunt. 

Blood Money is an exceptionally 
painful complaint, and you have my 
deepest sympathies. However, 
maybe these tips will be of use to 
you. First, press F4 on the options 
screen and then hold down S and 
type PONDUL1X FOR PM (along with 
the spaces). Now during the game 
press HELP for infinite lives and the 
number keys for extra add-ons and 
stuff. Pressing 1 on the nun 
pad will give you pots of money, and 
4 will take you straight to the shop 
where you can spend it. 



Dear Doctor, 

Please have you got a cheat or tip 

for Gremlins 2? It's hard because 

they keep popping up everywhere! 

Neil Ramdbun, 

Westeliff-On-Sea. 

There is a cheat for infinite energy, 
but it's not that easily accessible. You 
see, first you have to earn a score big 
enough to get you onto the hig In- 
here table. Then, type in SINATRA as 
your name and - bingo! - infinity is 
yours. 



Dear Sir, 

Is there a infinite energy cheat for 
Line of Fire, If I get shot up once 
more when I'm just about to reach 



the end of the game 1 think I'll go 

mad. Please help save my sanity. 

Paul Cutlass, 

Staines. 

This tip comes straight from Creative 
Materials, the programmers of the 
game themselves, so if this doesn't 
help you nothing will! During the 
game type OPERATION FERRET 
(don't forget the space). You should 
now have infinite energy, alright? 
{Hmmmm. 'Sir' I like the sound of 
that...) 

THE DOCTOR WRITES... 

Recently many readers have written 
to me to complain that I provided the 
wrong cjre to Mr Clay's Secret of 
Monkey island problem as set out in 
the August issue of The One. Indeed, 
they are right and I extend my apolo- 
gies to all concerned. The correct way 
to get onto (and not just to) Monkey 
island is arfollo 

Once the soup is prepared get 
some more gunpowder and the pot 
(which is in the galley near the cere- 
al cupboard). Use the giant rope on 
the cannon to make a fuse. Set light 
to the cards Stan pave you using the 
fire beneath the cooking pot. Go 
back to the cannon and put some 
gunpowder down the nozzle, then 
use the pot as a helmet. Light the 
fuse using the cards, climb into the 
cannon and - BOOM! - you're on 
Mickey Island 



THE SURCCHY IS NOW CLOSED 
As we turn off the lights 
and lock all the doors, 
there's just time to remind 
you that if you're having a. 
problem with a game, 
scribble a brief description 
of the symptoms down on 
a piece of paper and send H 
toe Dr David Upchurch, 
Game* Surgery, THE ONE, 
Priory Court, 30-32 
Farringdan Lang, London 
EC1R 3AU- And don't tor- 
get, the Doctor is A busy 
man and regrets that ho 
cannot deal with queries 
over tbe phone- Sorry! 
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Eagle 

Software 

118a Palmers Road 
New South gate 

LONDON N1 11 SL 
(I0iiri-6pnt6diyi) 

Tel: 081 -361 2733/5730 

*^ (2733 Faxline after 6pm) 
CREDIT CARD HOTLINE: 

O 0818899172 




SPECIAL 

CHRISTMAS 
OFFER 

10% OFF 
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ST & AMIGA BUDGET TITLES UNDER £1 
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AJferburnoi 

Ale»dB»»rl ... 
MmoHtl 



Karl ,.,„ .. 

Mwim,, 

Swtwi>i - 

BataonTVMwk) 

B*W*W*J- 

BbM Mtrt-f 

Cabel 

vflwOOll*. ^jOa** ..' 

CarciorCoaiaand 

G*lc*qT4Rat/... 

Claud Khgdtai 

(khans Guest .... 

ComboFV*:*! 

Cailkl >n ! .ui-j((t 
CaHnertaJ Zllcuti . 
Defer** ml 1he Crown 

Debase 5n1pFek*r_ 
Dcanr> frapon i or I 

Dregfln Nfij 

FortarjWolHDiny 
FlBCoajWRilat... 



WW 
£&» 

raw 
raw 

.raw 

raw 

raw 

.raw 

.raw 

raw 

raw 

. raw 

. raw 

. ran 



raw 

. o.w 
raw 

. £7W 

mm 

.raw 

. EiW 

. E7.W 



tiounDelll 

Ghortwsao* II .. 

Ghollan'Srcati 

Q&mtm ,.._.._ 

Hud LYWtfl' 

HwdcwrHttk 

H. HGudaWGobuy 

IKt - 

l»pc««6»UTO>«ll 

Jhh Pond - 

J*l&riWi^(*inij* only). 

Kn 1 Glove* _ 

ladNaitall ...... 

IbMulaKl 

LMrbt'd Fto£ Fe*y 

LotutEipril 

Manic Mr.ei CAatuonly) . 
M jKasofl townankn 

Muoiwiw* Hon 

He* Zswnd Siwy 

North nSom* 

CaRwi 

Op«i(on i«und*rboi 

Opsr*m wed 

Pang _ 

Parue^ckbtajno. 

PMmh 



BUI 
caw 

££96 
f£99 
05,98 
£699 

C7.se 
cast 
rase 

£636 
E7.W 
£486 
£498 
£498 
£698 
£696 
£7.98 
££96 
££36 
££96 

raw 
raw 
raw 
raw 
raw 
raw 

££96 



Predator ........ 

Predator II 

Hanbo II! 

Rato*/U*lB1 

RtfrqKxmf 

R-Type 

RuftThrGauirtfel 

Shade* nfflie Beaal 

SrwifeMWinb.. 

Sh*ra*nM4 

Shimjfei - 

ShuflaPuckCJia 

Speeilall 

StvgHwM 

Str**For«Hanifr . .... .. 

SluntCar Racer 

Supopka 

Super MingOn 

SwddiFUadr 

Twinge Mjtanl liMa* 

Ttiundertfran. 

Taaoai' _ 

TVS port*. Fofabal 

VigiaWO.... 

War Inn 

Wakwbo 

rtiigialPufji'An^asfiiy'i . 

WcLjadoibtafd 

Xwionll 



raw 
raw 

£fl.W 

raw 

raw 

raw 
raw 
raw 
raw 

£7W 

raw 

raw 
raw 
raw 
raw 
raw 
raw 
raw 
raw 

ETW 

raw 
raw 
raw 

raw 
raw 

ET.W 



TOP THLE8 



ST AMUA 



ASCO. 1k*w Upcanda ... UA £36 W 

Asm lUHllpgiwhrt doc* .. Hi A HAW 

OSklngUpglnoa. « dock ft'Acage 

WjMigiU W*IU« 

JD CsnrtfuoUon Kl II' .... [Jinan 

4D Sponi Etartg ,.. HIA £1 1.W 

4D6pnrfcprivii9; H..AE11.W 

A-Trsn" WASWW 

Action 9WSIH £1£W£1£» 

AMMtFam*, tlfiWllftW 

b» ii&wiiiw 

ArSupmrl £11W£liB0 

Aasnillr* tmwmw 

AMa^eaniFcoi E1JW £17.90 

AUNIOS E15»£l?.B0 

Ati»<Eaey| KM J231W 

An»Th»5»a1n,.... Hj'AfWW 

AMthM Wand £1 T:W £1 7.W 

Aedga _.__. £16»£1*W 

Aautvenkin h,'*. £UW 

Anwgrtto £15Wf1i» 

A^oumedoonJpnrade* nawtiaW 
Aifi«5E"p^ EJQWS2QW 

atac oawcaw 

Atomino raw raw 

AW90ME, ._.. caw raw 

B17FhiqFBnitaa' £23W £2aW 

BjnialttleC(mncFi9rH.. . h,' A £24.36 
8Afl6AHAH II ■iPir* . , £1?.W£1*.W 

Awl^Taklll N.'* CAW 

JjadiTik Triton* N,'*. £iJ98 

S.AT. II E22W £2296 

MfcChcKU ... n;*£-s.« 

DAfltM* £li»fii» 

EUTJcd^M.IMi N.'*£'196 

BATHE MASTER NM(n.S8 

BdbTudt' £1696 £'&96 

BifiPtifi £1696 £1696 

BtnfcrfPiw.. N.'AiJ49fl 

filaoCrypt. N.'A rKlW 

BkM MK C19.W El I.W 

BwMtMMDSnPf^ N.'A f'189 

Bwkfiogem !DaW£i9.99 

Buck Rdiunil ..Hi'* £20.36 

Cwiniit £1698 £1&98 

Crinw-MmorT tiQwriaw 

Cap**... .-„.—. csae tinge 

CiMLnn^Ouhnn..... 115.WS1SW 

CAflTHAQE N.'A Ef.99 

Cw«Up £7.99 £7,99 

CaMet Cl£96 £1696 

C•*c^:DfBl*ln , .....Nj»ei7.ae 

OwtEnptn £16.99 *l&» 

CkHrMff. £696 £696 

CtattHOjll - £14.66 £14.96 

CwokRcd £7.96 £7.98 

Cwfarton 0499 0196 

CYiArCanboL £3196 £21196 

Codw*Ai*Mto N.'Adfiae 

Cc4«kHck*H« .......... £12.99 N.'A 

COOlC-IOC T*int £'699 £1699 

Cool World 1 Hi'A £1696 

CeMfhtHciH N,'A£jase 

Cartaatkiot' "". H.'A £i&99 



TOP TITLES 

Co™ Gil Pbkar . 

GwwtAdisn ..„ ... 

Cr«zjt»tiln 

€nmm \tt * Cefpte 

Cures of ft« ErcNprin . 

Oaiiwer* 

Dam Queen dt tftp* .... 
0«Baal 

hoTThurtM™ 
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OlKlplH 01 SlMl 

Owibh Cfiow IH 

OnuiKnct% 

Duel 

Ouiw ___ 

Oungson I Oa» _.... 

DVh BUH 

Firi Mslra Dak 

SMu rt CtltwiH , ... 

El* 

Eye tf re F>hokhr 

El*wl«ieB*tiekleril .... 
F1<T™Car 
HS3'll*tMlCll 

Fn/AaHirFujH,-' 

Fl9Sts*tr.F(|lrte, 

F»RetaiAii 

FaceOliwHutifr .... 
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FofconMrntHiCsl I ... 
Fgkon Uuvn Dijk II . 

Fsleofl3<r 

F- iMhIIc Vowiat 

Fri>c4AninliiUW.'r .. 
FubudAHiintt;^)' .. 
t ftTfnsr Trtdett 

Final Bbw 

FifltlFiohl 

FkeuidTle* _ 
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FkHhbe<k * 

FlghroHntlrtudH 

FtfftJ , - 

FaottallCriaf 

Fmlfcall Mnn*}t III .. .. 

Fnj»DC 

CkuHMHl 

Gkital FlkKt 

6ottP» ..... 

So* _ 

GofofGoM 

CiofctahShdt 

6 Gewh Cri*»t* 

Grahu Twbr 

SmndPrixlFurfiiJi) 

GurnhpaOM' 

fiurSpf 

Hnar Uw Horrible 

HaidOriVhll 

Harhquii 

Hvpwn (i M«1 

Hema*l 

Hrra's Qucd IGrm I 

Hill Slntel Blwi 
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f19.9BE1»» J HidMA'tFeafiia NiA £1699 
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£'i99£1iW KriMht Qt <te Sky EZlW £2199 

£1699 E1iW L*tNi>alll £"7 36 £7.69 
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..££36 £&W Leander £|&W£iSj99 
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The epic saga of the creation of a 
super-sequel reaches its fourth 
instalment- At last the dreadnought 
designs are beginning to take shape, 
and they're a far cry from those seen 
in the old C64 classic. Andrew 
Braybrook, the programming genius 
coding the game, tells all... 



PART FOUR - 
AUGUST/SEPTEMBER 



Tuesday August 25th 

Great way to start the new diary. Met 
Gary Liddon at EMAP Towers while deliv- 
ering the previous diary part and had a 
few bevvies with him and The One 
lads before catching the train home to 
Witham. Had I stayed awake I might 
have got off at the right station. As it 
was I ended up in Harwich, which was 
quite a shock. Vou don't want to know 
how much a taxi costs at that time in 
the morning. 

Had a further play with the weapons 
systems. A flame-thrower for the robot 
seemed like a good idea. No graphics 
for it yet but it works, spraying out the 
ubiquitous explosion graphics that get 
used whenever the proper ones aren't 
available. Also changed the mass dev- 
astation weapon as that was a little slow 
to take effect; usually what I was aim- 
ing at had long gone by the time the 
bullets came out. Now i:'s n rocket that 
gets produced and sprays bullets (also 
currently looking like explosions) from 
top and bottom. 

Spent the afternoon experimenting 
with plasma - it's a graphic effect we've 
seen on a demy. It's quite fun trying to 
figure out what they've done. We may 
not come up with the exact same 
method that they're using but we'll get 
similar results. If you only need to get 
one effect on the screen you can throw 
a lot of memory at the problem, but we 
have to get a game in there as well. 
Finally l : got some red plasma on the 
screen. It tends to do really strange 
things to your eyes if you keep 
watching it. Weird. 



Wednesday August 26th 

Now to build a title screen out of my 
plasma. There's no point in having 
something pretty if you can't use it, The 
first thing was to create some nicer look- 
ing plasma to work with. The plasma is 
now more ordered and curvy so it's eas- 
ier to see what's happening, Since these 
things like being leftAight symmetrical 
and there's no point in wasting memo- 
ry, I wrote a routine to reflect half the 
picture across the screen. 

The reflection routine didn't quite 
work but the effect was really wacky - 
the screen was stretching up and down 
and I still haven't sussed out why. Part 
of the optimisation involved only plot- 
ting the plasma in sixteen colours, leav- 
ing me the other sixteen to add text over 
the top, Then I got to thinking - since 
there isn't much CPU time left after the 
plasma is plotted, why not write Uridi- 
um in giant size letters in another plas- 
ma colour? All I have-to do is teach a 
cursor to drive-around the screen, print 
ing up big letters, This turned out To be 
just like writing a turtle program in Logo. 
Tedious or what? 

Tuesday 1st September 

Really did go on holiday this time. 
Returned to find Phillip drawing full 32- 
colour backgrounds, contrary to instruc- 
tions as usual. Still, if you can't beat 'em, 
put in all the (routines to display the full 
32-oolour graphics. 

I've been changing the colours 
around on the block font to make it 
even more readable, since the whole 
world and his dog say "Yeah, it's really 
pretty but what does it say?". Every- 
body, that is, except Phillip, who just 
said "Yeuek!" ■ but then he says that 
about anything that he didn't draw him- 



self, I've had a go at redrawing one or 
two of the letters to make more read- 
able shapes. The R' is causing trouble 
as most of the letters are capitals, but 

the 'ft' is actually an V. 

Wednesday 2nd September 
Spent nearly all day battling with dif- 
ferent linker output formats. All I want 
to do is load the game in relocatable 
format so I can store the code wherev- 
er the machine's extra RAM is, but I 
want my variables to be short-word 
addressed in the top 32K of the Amiga's 
memory for extra speed, ALink format 
seems to support 1 6-bit relocation data 
but I can't persuade SNLink to pro- 
duce the right output, Can anybody 
heip? I just want one section, namely 
my variables, to be linked absolute in 
word -addressable memory. 

Thursday 3rd September 
We need to put together a demo for the 
European Computer Trade Show next 
week. Jason has started converting his 
music into our format and hopes to have 
some token sound effects ready. We still 
have no backgrounds but the mapper 
is nearly ready to at least try to put a 
map in. I've commissioned some more 
graphics from another of our graphics 
artists, Mark Bentley, so I've not got any 
dummy sprites in the game. If only we 
had an extra 24 hours we could put so 
much more in. 

Friday 4th September 
Getting close to show-time and the 
m ap per is a va i lable for its first test - no 
guarantees, no nothing. The music and 
some trial sound-effects have been set 
up by Jason. Unfortunately the graph- 
ics didn't get finished and I was left with 



(Below) For the sake of the ECTS 
demo, Andrew re-used some old 
Paradroid 90 graphic blacks to 
flesh out the backgrounds insidf 
the dreadnought, 

(Below Hght) Having destroyed #■ 

the generators inside the imp th~ 
mission i* complete. The droidi 
must then find the lift-off pad, 
transform back into Mantas and 

make good tKeir escape, 
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a sheet of really pretty organic graph- 
ics that I had no idea how to slot togeth- 
er. 

The mapper held up fairly well until 
I tried to put its output into the game. 
I have had to resort to using my old 
graphics so I can see what is going on. 
The mapper is somewhat to say the 
least but this is its first test. Normally 
I'd wait for it to be fixed but with the 
show looming 111 have to program my 
way out of this by reformatting the map 
and character set data within the game 
itself. 

Monday 7th September 

h how day. Uridium 1 gets its first show- 
ing to the press, unfortunately without 
any real backgrounds in it. It's also the 
first time that Renegade, the publish- 
ers, have had a good look at it. Had a 
Cuban dinner in the evening with the 
Bitmaps (name-dropper) to celebrate 
the completion of another Graftgold 
project, Gods, on the Sega Megadrive. 
If you'd like to play this, game, write to 
Sega Europe and tell (hem so, It's rather 
good. 

Tuesday 8th September 

Now is the time to re-organise things in 
the machine and to free up some of that 
valuable chip RAM by moving the game 
code to fast RAM. That means that I 
have to tangle with Amiga relocatable 
link format, which is pretty horrible, and 
I have to sneakily redefine my variables 
because Amiga link format does sup- 
port short word addressing but SNASM 
won't actually produce any short wqrd 
addressed sections. Why not, chaps? 
Not everyone wants to run system legal 
stuff, you know. 

Still, a wily programmer can find 
ways round this, I've written a scatter- 
I oader that locates the Amiga's fast 
RAM, puts my code there and then relo- 
cates it, It's like picking your house up 
and moving it down the street, then 
changing the number on the house to 
fit in with the houses on either side of 
it. Then it has to tell the post office 
where if is, but it still knows where the 
post office is because that hasn't moved. 

What am I drivelling on about? 

Wednesday 9th September 
Taken the whole program apart today 
to define my variables in a different way, 
The main objective is to split the pro- 
gram into two Jumps, one that can be 
relocated into fast RAM, and one that 
can't be relocated because it's too 
messy. Then i have to set up a commu- 
nications area to allow the two halves 
to communicate This will mostly be one- 
way traffic. Both halves get bolted back 
together again while debugging to 
speed things up. 

All this monkeying around took about 
five hours. Now i need to come up with 
a way to test it. I don't think that just 
letting rip with a code relocator is 
a good strategy. It needs to be 
traced slowly to identify places 
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where it may go wrong. That will be 
tomorrow's job. Mustn't do this too 
quickly - I told Renegade it could take 
three weeksl Of course, it still might- 
Thursday 10th September 
Got the code relocate r working which 
now officially frees up about 80K of chip 
RAM for more graphics and sound, 
which is good news because it wouldn't 
all fit before. Jason wants more memo- 
ry for samples because he wants to put 
speech in. 

On the ga me front I 've c hanged some 
of the parameters of the control modes 
to make them more responsive. The 
Manta turns quicker, as do the robots 
which also move a little faster too, That 
helps to squash the thugs. Also in is a 
new mass devastation weapon that fires 
lasers in an arc around the ship. 

Friday 1 1th September 

Sorted out some niggling bugs. Bad ini- 
tialisation caused weird things to hap- 
pen as some flags weren't being cleared 
out to start with, including a pause flag 
so the first game automatically paused 
itself. It's a case of studying the symp- 
toms and deducing what can possibly 
be the cause of them, and then figuring 
out what has caused the cause, Knock- 
on effects can have a programmer chas- 
ing the wrong thing for days. 

Needless to say, no-one who played 
the game today noticed the tweaks that 
I applied to the control modes. They nag 
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like little kids for changes and then don't 
notice when they happen, Further 
tweaks included making the homing mis- 
siles turn slower while they accelerate 
away from being fired (that makes them 
look more realistic) and a smart-bomb 
that hits all targets on-screen with the 
appropriate stroboscopies. 

Monday 14th September 
Set Phillip up with a PC and the mapper 
to create the first real map of back- 
ground graphics. A few teething 

troubles needed to be eradicated 
and we have a list of changes for 



the mapper already. Still no mguse to 

use with it, so cursor keys it is, Not very 
efficient- 
Jason has produced some speech to 
put in, expanding the size of the sound 
samples from 90K to around 1 40K. This 
is going to he a tight squeeze indeed. 




The Speech seems to be centred around 
picking up bits of a few key words, 'Play- 
sern' being one of them. For example, 
by missing out the V and the n' you 
get 'Flayer 1 , and by dropping the P' and 
the 'n' you get 'laser'. 

Added a grenade weapon for the 
robot which is equivalent to the bombs 
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of the Manta. Great for taking out the 
generators, not so good at hitting the 
thugs. Discovered a deep-rooted bug 
which was giving infinite use of some 
weapons which were supposed to be 
limited, That one could, and I empha- 
sise could, haw been the cause of a mys- 
terious crash one time that has been sit- 
ting at the back of my mind, nagging 
away. 

Tuesday 15th September 
Getting close to diary delivery time and 
the game doesn't LOOK that much dif- 
ferent from last month. Of course, it has 



had loads of new features added and all 
the sound but what comes across in pic- 
tures? Graphics, and they're still the 
same. Better crack the old whip on the 
graphics department, Also on the agen- 
da is making up a demo to take to EMAP 
towers. It would be a really bad idea to 
wait until the day to try and make up a 
demo considering what I've just done 
to the game regarding its internal 
arrangements. 

My initial strategy of making up a 
hybrid debug 'all-in-one' version but 
with a live load was flawed. I couldn't 
get the thing to load in and survive, and 
it took ages to make up the disk- The 
trouble with the live version is you get 
no hetp if it crashes. Next plan is to make 
up a full live versbn with relocating code 
and all, This also failed. Getting desper- 
ate now, SO start putting border colour 
changes into the code to see where it 
gets to, Didn't even hit the first one. This 
is bizarre. 

After two or three hours of head 
scratching I decided to just download 
the first part of the game to the Amiga 
and have a look at it. "That's not my 
code!" I cried. I had linked the game 
together in the wrong mode, so I got a 
Cross Products Executable code instead 
of pure binary, Realisation of the prob- 
lem caused so. much relaxation I could 
have gone into hibernation. 

Mid-afternoon and the demo is made 



up, loading code and music ■ 
on its own. Lucky that as I'd 
already wrecked the show 
cfemo disk trying to put the new 
version on it. Mow I can cor 
centrate on making up a new 
demo with new graphics know- 
ing that I have a fall-back disk. 

Wednesday 16th September 

Took delivery of the first part of the new 
ship layout with new graphics. This map 
is huge and I really mean HUUUUUGE 
Phillip has gone mad on the scale. I've 
never had a map this big before and driv- 
ing around if highlighted a new bug 
The scrolling system blew it going dowrv 
wards after about a screen and a half 
Rathera fundamental error in there 
somewhere and finding it means 
remembering how it all works. Those 
bits of code assumed to be working do 
tend to get forgotten about. 

Thursday 17th September 
Last minute thrashing about to get a 
demo ready to have seme pictures taken 
The first map is nearly complete and at 
least you can fly over it. The extra size 
has highlighted a need to generate the 
attack formations near the player. Try- 
ing to destroy a wave of fighters spread 
over the whole map width wouild be toe 
difficult. 

Last minute panic problems includes 
a renegade tank that drove off the 
screen because its control data had beer 
corrupted by our operating system look- 
ing for extra chip RAW. The program is 
already more that 51 2 K long. That's just 
too big to manage. I'll probably drop 
the sound out now that it is working. 



NEXT MONTH! 

Uridiurn 2 enters its fifth month of development, and once again 
we'll be there with the very latest graphics and white-hot game 
design secrets, all direct from the horse's mouth! And remember, 
this is the ONLY piace you'll read it_ 
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3 3 BISK CIEAMHG KJT £3.*f 

DISK LAftEtS Simile ■' hWl M tB.Olp 
~ " 1000. DKK LABELS 3.5 Ell.o* 
(401 3.3 INCH C3.** 

lOKBCl 3 5 INCH EB9» 

CATALOGUE lred dbamg nJaoejuecSsks 1 &eri|ie ur»KI.«aSy 
OtKS U u» LMolMse E*Sks Tney eertoirs dalctfs of met 
S.MO dnu 4 one ell emOioUe r*0C% rem »* A JMk 
m,iliiidriefnriir*ns nrljdngSacichAPnnr Ljmkmsd«tais 
on Fred Fis"l lEifi, Amos, FALkj. orVAJQ 5rope. AOOkon. kjr-l 
APTOC Penotetng AmKits. Sep dLsk, Joa Lnrscn, *. - A 
T0J&, NZA.LK, TOPIC PO1Y50FT A, DFJ* VU tl ™ 



AnryoTrvef disks at fludgel aorrwarE. 
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CHEAP 
PRICES!! 



ARSENAL FC 

A* i.n-.: U MNI RS 

ADDAM5FAW ..V 

ABANDOflDED PUCES 

AIREKJ5 

AIR DUEL .. 
AIR SUPPORT 
AlfiWAK» 

AUE1 STORM 
i 

CATRAZ. 
1G FORTRESS I li 
" FUTURE IB 



CARL LEWIS CHALLENGE 

CHASE HQ II 

CMUCft ROOs Z 
CMUSATON I 
COVEK1 ACTION.. . 



■■ 
BBf» COLLECTION :■ 

DECIDES OF STEEL 
DtjENERATIO'l . . 

DOJO DAN - 

. 

■ 

Zi.M 

...,IB.» 
... 20.99 

VH FOOTBALL CHAMPIONSHIP! 7.» 
I\EE«jLEII ...22.99 

. 2J.49 
HKE6 1CE 



fSE I membership available 

for a limited time. Hurry and 

appfy with your next order! 



S&A 
GAMES 



52 Lancaster Avenue, Kirk Sandall. 
Doncaster, South Yorkshire, L>N3 1NG 

Telephone Office: 0302 88008) 
Mobile: 0831 233242 

Opening Hours; Mon - Sun 9am to 9pm 

No Personal Callers 



miLjuUr Guuic.i J 



If not listed below, ring for details!! 



final 

C-LOC .... 

GAUNTLET ill., ., 1 6*.. 

DRAHAHQOOCH 

a Tavlons Socceb' chali it.js 

co6lji*s 

i' 

HAftLLCHJI^ 16.99 

HEUMDALL .. 

HEROOQESTllMI 17 99 

HOOK. 17.99 

.. -.•,.*... 

WMAMAATlArfTISMrt 

■ 'tQr>ALSPOKrrSCFIALLE1GE2l.99 
17 4* 

ISHAR 

IM[>V riEAT 

■ • 

- « 
: i 

KlauS i mi... 



LEAMSEJi 

LEGE"* 

LETHAL WEAPONJ ... 
LOTUS EiPRiT TURBOS 

LOTUS CHALLENGE 3 

LIVERPOOL 

LORDOFTHi • • 
LIFE 6 DEATH 
WW 01 mi ■.-.:■:-- 
«i I TANK PLATOON 

wuicpochets 
wan utd europe 

ONAGER... 
V|LM FORTRESS 
>',ECA SKKTS, 



."lEGATRAVELLEF II 

"Iffi 29 SUPER FliCk. 
lOMtEy SJLWID ll 

v,i..R0P30SECQLF|IM.| 

' L . WAHCIM 

NIGEL >Wr*5ELL5W CHAMPH 
NOOREATBUi ■-. 
NOVA? 

fXltRU^F-UHOPA. ... 
i I5LAMK . . 

■ ^.LL DftEAMS (AO) 
PARASOI 5TAI 
PTFIGH"ER 

• 
POPULOUS II I IMS .. ., 

IWJLt I X 

FSEMIERE I A>"i 
PUSHOVER. 
RAILROAD TY< 

RHI 2 BASEBALL (AC) 

REALMS tJMi 
REDb-. 
RED ZONE. .. 

ROHOCO0 



SIMPSON 
SPACE CRUSADE 
SPACE ( ■ 



24.99 

: ' 

<•« 

^SHIP...22.99 



TEAM YANKEE II .. 
•v>ij-- ■ 



Please make cheques/P.O.s payable to SfcA dAXIES 

Please *riie cheque card riumDe-r on reverse of cheque. Pon fj Packing 
£1 per item on all UK ciders. Add CZ to EEC orders. Add £3. 50 oversea*. 
Must orders despatched within seven days. All items subject 10 ava 

and subject to rn.nn.jt;iriurers price reviews without rn>1 i- 



"nF-S FWE5.T HCtR 19.49 

TIP OF 

■ RHA*'K ^.11 : r 

TOKI _.I6.S9 

TV 5JOKT5 BASE&AL- . .tS.SS 

FftAfJEfiS ,...19.98 

.....30.49 

UTOPIA. J0.49 

VROO*! . 16.99 

... 16.99 
WILLY B: 

WING COMMANDER .2.1.99 

WWFWHECTLlfKi.,. ■ ■ 

WiZiKID 1.49 

*ORU*ORTH VII ..SPCCtAL. OFFER S9.99 

WORLD CfjRCKCKET < IMi 17 49 

2QOL.. .... 17.49 



AFTERBUHNEH 

AKKArtO 

BARBARIAN II 

(SATMAN THL '• 

CALIFORNIA GAMES. 

CAFTAir»mr\v. 

CARRIER CO"lHAND 
CHASE HC . 

'-EU.5A 

CYBfcRUAU. 

DOUBLE DRAGON 

FALCOM 

■ WORLD Dttrf.. 



PROMPT' 
SERVICE!! 



19.49 


FIRST DMSIOTi IVIAtiA&ER 


....6.M 


■ 


F16COM&^T PILOT 


...B.K 


1 ilSTERSU 


. ..6.M 


..._. 16.99 


' - || 


...6.9€ 


... .16.99 
.....19.98 


HEADOv;i-.Hi ■ 


6.95 
. ..6.99 


.....20-49 




. .699 


.....20.49 


•. 




. 16.99 






... 16.99 






. 






.....2.1.99 






... 16.99 






i :• j9 


nlv Li 




17 49 
17.49 


«JTKJr< 


....6.95 




.. .4.93 


p.APEReor 


...J6.9S 


R T>'PE 


...jB.99 


^.T.'ilTikl.l 


RAIfiBOW ISLANDS 

RU1 THE GAUNTLET 


...J6.99 
....6.99 


.. 6.99 
*S9 


SCOQBV BOOL SCRAPPY. 


...J6.9! 


SHnOHl _ 


...6.99 


£99 


SPEED&ALL 


....7.99 


5U PER MONACO O.P. 


....fl.99 


■6 99 


SWITCHBLADE 


....6.99 


■It 99 


TURRICAN2 


....6.99 


...AM 
. ..j6*9 


n SPORTS FQOfTEALL 


....7.99 


WC LEADESBOARD 


...6.99 


..-...■6.99 


• :; 


....7.99 


......4.9* 


£-001 


....7.99 


€.99 






...1.2.49 


rtoj i&k;v 





'Address 

PosLcodc... , Tel: 

iames Model 



"Dept THQ 



Po*la>t|e 

Total enrlosed 




AN INTERNATIONAL MANAGEMENT GAME 

V«L uuwflhea EngLjniJ ohjji^er lias bcLurkl Ijitf hard wij Ijml LLiri[rnllin)j un ml it 

national E^uad is, a very different 

bill^dtme to dub management. Every mmcri is * cup-tie and every team -«lec- 

linnaint remit is picked apjrt by * 

(r«acinui p«ii. Thf pressure r* succeed ia incfedible. 

Soccer Supremo puis you in eJiarj e of a Eurcfejn nstional squad preparing, 

I'lir 1hu Lumpcaiv Naimnv Cup qualifiers, You tuvc in initial four year tonrrid 

ihji maj- tie eitendtd in sir, m nglit year?, nr redutpt to two, as the resulis dic- 

uae. Vcnllt be eipenied [u qualify for the Finals, Itic-n pul up a show uyainsl [Ire 

:v- i Euiopean leams. Nu uTus is jusi prepaiaiicm for Ju? big. oite:TTte Wurld 

Cup! 

t usi p unisutMHir The game will ailo*' you lo like tne FJumpenn nalion of your - 

cIxjici: and you will be a_kx:nlnil jn initial %£|uail ill 16 pluyers. Yiiil Ljn mini 

duct a lunhci 34 players, making 30 in aJI. wltcse names and skills ( but not 
levelt) You can define yoursdf. These players are introduced gradually ai you 
discover the »iea};rewes in your squad and also lo create (he oalance of stills 

thai Match yuufSIJ'tt of pta}-. The unuiuaj 16 play. I ■ ■. .in ■■. dcliiiL-d mi tin: 

same way using 1hc EDIT pmgruni ( free with 1he game i if you wtsn. as well as 

She leasns Chat will make up tire ofiptisiliun. 



In the traditional rrambcr-ju^gJinpsotieriiiatiufemeitt tjatne winrt-fcacks. 
sw<wper\ r tormarintLS, styles, tatlics ani, at best, cosmetic, at WOfSt , tTBirn- 
inyiess. Hit; uni\\iK tftutcii HmuloCkx] :ii t ho In'srt ftf Soccer .Suprcmu 
fcstorcs a]] jln.se and mnnc, aljpwing gottuine conirttl ever ifeam peiioj'' 
maiiiv. in addition lo ttt^ visual feedback Ofl yotll 1 team, this maldi ilbws 
subrtitions, tBCtieai rxssilionttt citfnjcs and wortrute insuruttitms-to individ. 
uat playcni which then infhiotce die flow af the mmaU. The itven»wd ti;il- 
ism and (Xintroi transfomis Ihe supfcnK. hstt c&ldiafe, gamcplay of tin: tra- 
dttiomd ^arrsc tnlo a tcrniputsive :;irin.iluTirn 



3D. 22 MAN MATCH DISPLAY 

C^uiiiaULHLs tii siiLny of: 

OU WATT/MI D/DEF PUS SESSION OF STATS. IND 

PLAYER ACTrVlTY STATS. 

PLAYER FATIGUE /FITNESS STATS- STATE-OF-THE- 

GAME INFORMATION 

„ PLAYER-WITH-THE-B ALL INFORMATION 

IN MATCH TACTICAL MOVES 

SUBSTITUTIONS 

POSITIONAL CHANGES 

OVERALL WORKRATE 

IND PLAYER WORKRATE 




HEAD COACH 
V3 



"From Mf imiJiiI "P view , (he game lid> kept mi' sittinu; up ut nigfrrs 
IhrouaJh holidays bill weekritth for up lo 12 hours al u strddt, u jih 

nvinlMule hreaks for food and mher uecessitie*,. ,.lf J* a &Kpn* I h**e u» 

hcsi%Lail«n Iji res'intiiiienilinp. lo anyone uiih even Itie st^liu^l inleretf In 
Aiiiw ■cmi Football" 



IleMteoatli V3 hn j bten de-SCribed a* " Iht best same ever put 
onto a compuler". II Is the complete American Kuotoall cuntL-, a 
itiiitl) aeaaHD fspfc with the very rn>\t ^tratejik' cltmcnis of Ibe reaJ 
IhiilK. You »iJI fall th* utiiys devise the jiiiioc pl.tn- and dcvclnp 
(hi- it-am, 

Csc- Iht fir.ut sL-asmi 1 1 pri'-Sta^rm glilKS. I* regular ■season 
uames, and Ihe plit>-«>lTv) lo dtsrow j-uur 45 own M^usd of plat- 
lt>. I 'hnn:«|]|iMl tlit coHtfuc dralt 10 improve the iettoiMnd 
expand JTOPT ^amt play tu heat the very beM ihr Ml, can throM 

at you. 

Jri Screeiii; of *tata are avatljtbk' lohtlp you to judpc your players 
and team performan-ces. 

Hlayerv will aj>c and Icams will fade fa player nil! iast abuol O 
seasons!, but you Kill .May and rebuilt!.... 




438 72 .936 




B^B 



FOR 

NEXT DAY 
DELIVERY 



E! 



POSTAL SALES 

The Midnight Oil 

Dept THO 

18, Ha^elmere Road, 

Stevenage SG2 SRX 

2/i days delivery 



PtetlaM supply: 

HC DIV1 



SS 



AMIGA ^1 □ U 

£19.95 £19.95 £19.95 

Compatible with ALL Amiga* including 

the ASOOPIus and A600 

SS aittl Dl V I require colour 

monitor/TV , 



'—■■' 






David Upchurch 
enters that dark and 
mysterious realm 
where nothing is 
quite what it seems, 
time runs backwards 
and games are free - 
the PD Zone! 
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ACT OF WAR 

Shareware (1Mb). 17 
Bit, disk 2197. 

If you've ever played the oldy 
Laser Squad or the more recent 
Space Crusade then you'll proba- 
bly fee.) right at home with Act of 
War. It doesn't boast any fancy iso 
metrk-3D graphics like the Gremlin 
game, but the basic theme is the 
same ■ control a team of crack space 
commando types as they engage in 
all manner of strategy-heavy mis- 
sions (well, just three missions, actu- 
ally, although more will be sent to 
you if you pay your Shareware feet- 
Having selected a mission, a diffi- 
culty setting and the number of play- 
ers {one or two can take part), you 
have the option to tool up 'your boys' 
from the variety of futuristic firepow- 
er on offer, each carefully designed to 
deal death on the unsuspecting enemy 
in a particularly loud and messy way 
During play you're presented with a 
number of control icons allowing you 
to move your troops, make them fire 
and so forth, and the results of your 
orders are shown in a large top dnwii 
viewed 'action' window. There's an 
overall mission map which is handy for 
coordinating your team's movements, 
with each man's position shown by a 
tiny flashing pixel. 

Act Of War isn't going to be every 
body's cup of tea, but it's nicely done 
and quite enjoyable. If strategy games 
are your hag then you should get your 
money's worth out of this. 
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TURBO 
THRUST 

Public Domain 
(512K). 17 Bit, disk 
2200. 

These future sport games all 
have the same sort of plot, 
don't they? Vou know ■ war's 
been abolished and to keep the thrill- 
hungry TV viewers happy the author- 
ities have invented a super-violent 
sport blah, blah, blah or something, 
And Turbo Thrust is no different. Trou- 
ble is, I can't see how this particular 
future sport would get a frail old 
granny's pulse pounding, let alone 
some blood -crazed psychopath's. 

In essence it's a two- player race 
game. Each player controls a space- 
ship as it flies through a horizontally- 
scrolling tunnel (the screen is split 
down the middle so that each player 
has their own window on the, ahem, 
'action'). The aim is to fly as fast as 
possible and complete a set number 
of laps before the other player. 
Sounds quite jolly, doesn't it? 

But it's not in practice, The big 
problem is that the ships are just a lit- 




?? 





bk 





tie too slow to manoeuvre, especially 
when they're whizzing along at top 
speed, resulting in frequent crashes 
with the landscape. Each crash kills 
the ships' speed (and any sense of 
excitement) dead. Once you've 
learned the course lay-outs things 
improve a bit, but the flow of play is 
Still too stop -start for any real 
adrenalin to start flowing. File under 
'A good idea but. . 



LIBERATOR 

Public Domain 
(512K). 17 Bit, disk 
2199. 

es, it's spot the clone time, Lib- 
erator is a vertically-scrolling 
shoot- 'em-up along the lines of 
SWIV, i.e. fly through a gradual- 
ly varying landscape, zapping the 
bad guy:.- Or, at least, trying to 
zap the bad guys, Your ship 
seems to have been armed with 
the 21st Century equivalent of a 
a ir- pellet rifle, because to destroy 
even a single alien takes about 
fifty shots. Forget trying to 
destroy a wave of 'em - you've 
barely got the time to destroy one 
before they zip away off-screen. 
And to cap it all off the aliens have a 
nasty habit of not firing off a shot until 
they're right up close and you haven't 
got a hope in Hell of avoiding it. Nasty. 
Mow I don't know about you, but my 
idea of action-packed fun is not cow- 
ering in the corner of the screen, watch- 
ing as the not-very- well drawn scenery 
slowly scrolls by below, And sadly 
this is what playing Liberator boils 
down to. 
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TEXAS 

CHAINSAW 
MASSACRE 

Shareware (1Mb). 17 
Bit, disk 2192. 

iet this is one film tie-in you 
.never thought you'd see. The 
'player takes. on the envious role 
of Leatherfao?, the classic horror film's; 
mask- wearing, electric-chamsaw wield- 
ing 'hero'. Viewed from a top -down 
perspective (like Gauntlet), the player 
has to- guide the leather-clad lovely 
around the scrolling landscape, mess 
ily chopping up the clean-shaven, all- 
America n teenagers who mill aimless- 
ly about. There's no 'death' as such ■ 
you are Leatherfaee, after all - but the 
game ends if your chain saw runs out 
of petrol. Fortunately, though, handy 
refills can be found if you look hard 
enough. 

And that's it realty. It's good fun, if 
a little slow, and the gory blood spat 
tered deaths are a right hoot (well, 
they are if you share my deranged 

s'Tistij' humour) hut it ,ill .iiMrS thin 

very quickly. There's no progression in 
the challenge or the setting - you just 
keep wandering around the same 
scenery, endlessly killing similar-look- 
ing people. Good for a quick giggle, 
though. 



Who wHI survive 
and what 
will be HE* l 
left Df 
them? 

"THE 
TEXH5 
CHHIN5HH MH55RCRE 
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CREDIT WHERE IT'S DUE... 

Thanks to all the lihraries who sent in stuff. The Addresses of 
those companies featured this issue are: 



• 1 7 BIT SOFTWARE, 

Tit Floor Offices, 

2'8 Market Street. 

Wakefield, West Yorkshire 

WFl WH- 

Tei: (0924) 356892. 



• FORTIES PD. 
P.O. Box 2, 
€arl Shllton. 
Leicester LES flit/. 
Tei: <04$5) 850384. 





SECTOR ONE 

Public Domain 
(512K). Fortiss PD, 
Assassins 32. 

Sector One is a mutant hyhrid of 
Alien Breed and Smash TV The 
player guides his space marine 
(who bears a curious resemblance to 
Rambo) up the vertically-scrolling cor- 
ridors of an alien- infested space sta- 
tion, blasting the gruesome insectoid 
aliens (who have the rather impressive 
ability to spit fireballs) and the scut- 
tling facehuggers. while avoiding the 
pools of acid blood and the alien claws 



poking through the broken walkways. 
The game was created using the 
Shoot-' Em-Up Construction Kit and it's 
not bad for a game of its type. How- 
ever, like me you'll soon find your 
patience tested by the abysmal colli- 
sion detection, whereby shots that are 
a good centimetre away from you on- 
screen still kill. This wouldn't be so 
annoying if you r marine was a bit n i p- 
pier on his feet and could dodge in 
time but he isn't. And the situation 
isn't made any better by the fact that 
to scroll the play area you have to walk 
right near the top of the screen, mean- 
ing you have even less time to avoid 
the nasties and their attacks. 
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ISHID-O-MATIC 

Public Domain (51 2K). Fortiss 
PD, Assassins 31. 

Io prizes for guessing that this is a computerised 
interpretation of the classic board game Ishido. It 
plays a bit like Shanghai in reverse, in that instead 
of removing tiles with the aim of clearing the board the 
player has to place tiles on the board with the aim of get- 
ting rid of all the ti les . The ti les come in a variety of colours 
and designs and, having randomly selected one, the play- 
er may only place it 
next to another 
with the same 
colour and/or the 
same design. This is 
pretty easy at first 
but as the board 
starts filling up 
the potential 
slots for the tile 
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you've just drawn get harder and harder to find. 

It's surprisingly addictive (much like Shanghai is) and 
this version has a lotto recommend. The graphics are crisp 
and clear, the player interface (all point-n'-click) is a plea- 
sure to use and there's a wealth of options such as one or 
two players, tournament play, music while you work and 
soon, AII-in-alL a highly enjoyable experience and a pleas- 
ant respite from endless shooting and killing. 



AAIIEEEE! ASSASSINS! 

Yes, indeedy! Yet more games, compila- 
tions fram ihose Aiuiiini chappies. They 
don't stop, do they? The rundown is as 
follows... 

THE ASSASSINS 
DISK 31 

ISH10-O-MATIC ■ Reviewed elsewhere. 
CRAZY PIPE - Okay-ish Pipemanra np-oH. 
ARAZMAX - Not very playable Asteroids- 
Style shoot-'etn-up. 
REVOLUTION - On this month's cDvendisk! 

THE ASSASSINS 
DISK 32 

This is a cnl lection of three games created* 
with the Stioot-'Em-Up Construction Kit, 
namely SECTOR ONE (reviewed else- 
where), PRE FIGHTER (reviewed last issue) 
and HLOH (which is alright, in a SEUCH 
kind of way). 
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HCKE UJSkMlKDI K 
5-11 get 1 frtc 
lit ml 1 f rw 



Pept Till 

l-fOuston Cluse 

Wardlev 

GflbNbMNJ 

Tvne & Wear 

NE108PZ 

Tel: (HII -4JW5H3I 



ITll.lTIKS 
turn O-COFH VJjCk Medial offer 

'. 005 MESSY 5IIJB i II Ainip luihfcr 
IHHj iMKiAHI.MlIt' -mAdidl'Mli 
i,aw I1ISK I ..'..III I. IJI.vlL.M.k - -.>.-: 
! in I (in 1 I JII.ITBLS □ t li*-, o* utifcK! 
I m: I ■> H - 1 II \SL v i ii » iIuiIhm 
mi- IhArWJLIS V J.OE + *e km w,ip 
I Ml S UIMt SALVAGE ♦ mu»m lilts 
I mil mi:- 111 '■ IL.S ■ III I ' I 1* i-.-.i 
UUS Ml KM 'm 4 '..■ii-- -i 
IMN NtW SUPER KILLIRS 4. gci i|i 

i.jjii I'kiMi.k utilities ♦iimiM 
von world data b anil v; a hum 

IKHll AW EMULATOR V2.ri*ijirjl 

■ ■ i aluil maker v i s t cukw iiWi 

• PACESETTER Clip Art (51 + 
KHII AMIHASl- milll - IK* Jllahl* 

1041 DOS HO V i Ll.llKlp 
KI4J TTPNCiTl ll»i umprawsupnp 
Wl PHI Ifl-ISA IVM . !J I OPV VS.* 
"M I'ASSi III \l-l .Ilk. . .,1 

hui pooi sriu i>K" l < ik . iiilWtv 
i :u.' \-\n is .■!'- fi' • nr ■ . I-.-4M-- 

IHITII AMItj,\ USK COPIES ciKffliil 

I HIM SLPhKHHILLt 'JJI.I iH.I- 
IHK.I ttAV.SHlAljtljCMOVJ.IIIMt 
LMJW SS I'l-Klll rt-.kVSDI tcnpKr 
I HI— I KKINS- hiAllKk irf wail 
I II ■ i I : -\| I 1 I is I s I- ([iii 
LHIIJ MLIUT PLAYER* mink plu-rr 
IWi H.CT LIS* fmclinn pk«ir lih-im 
Ll|i> LxiSOfiMKiil 4 iKMvnxMi 

I ii.', ItuM | ill ilk- ,--.„-■( uk- 

I. in *Ikh'- A --. I,r ,- „:,l,i-. 
LIIlK! FSOTRMTiK* v; II nuiiM 
UOBJ CARTOON BRUSH!* < jKM 
UOM RIHC€PY 4V| p-tatm 
LHH7 WELL CHECK* VMtik. 
LW&ZX SretTTtt'M fMIUAKik, 
UMWTEXTENOjra V;i,f44 -^upK-W.T 
L'Ml HSU CAT VI., J *TB .UitfM^ 

UW2 FOOLS TOOLS *p.« I|i 
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Lflftl JOURNAL HOME ACeOUKTS* 
LOW BUSINESS CASDDeSKlWRt 
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111 14 U4SK MAGAZINE CREATOR* 

UllJ KMULATOSS COMP1LATION 
till? MA- BUSINESS LETTER 
UI2U MAGNETIC PACES Y1.3+ 
UI23 TALK.INC COLOUUNCBOOtit 
UI2U A GENE+V«.IH ktkIur iHi4gnfl!i 
I I'D H*.*15 REALLY l^LIMirEP* 
Ul» PCTASK- pmK* I 

UI44 AROVI Hit jfiniEih-il in. 11: n 

Ulit VIDEO MU5«C BOX r*M(li 
UI4J CALORIEJASEx^limcuuiiirT 
LI 146 SONIC ARRANOKR IH/Mtu 
Ul« DIRECTORY OMSCEHO* 
II Ii* AMIUACK* hirdUiskuliIf 
li I So Jt'flRAPM DEMO *Juw jrjjJxHi 
I l-i MdSLk^M.M"- III .1 •:•■ 
UlS* HEIJKG4- diiloplimiv<r 
LI l«t SATTRj'lL'K-HaKllili-ominf prni 
Lllfe TEBMV'l WB2 annmiiiKilyii 
II-. JKMUV.iit diifc inzhhn 
LI I it LE NAG *'»] nral nmnfer 
LIIM DISK HUNT Hilt labtJ pnrta 
L.IKi MLWAFtETTTVUt-iKiprlmr 
Llhl.'lAS PROFESSIONAL C MANUAL 
LlinT fRINTEi DRIVERS cinaiftslir 
IIHI IYP()CRAPHER*(nil rJil.f 
LlTI BOOOVS.OWE2V^.J*3[.J 
LLTI POWER PLAYEBVJ.fl 
LL7J CROSS M.1M VI auiTow-fltf 
LL75 ABACKliPftAPRmiuidduLuii 
Ii L7* BBASE II VS.Ji ■lailau prosrnn 

I ." Ik.- If. Ii.l nlil,:,- Hl>J- i'l'-ili 

1 -, 1 ix rki 1. 'a 11 wh: JM jhfuirrf 
L 'itli IL> ri-Sim .iri .iiurii*nllj 
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AOII JUOCUKh 

,WI2 NPHini I.HA1H; 1 

AOLVi* AfJ^TW^ amlm faj -K. |ii;i* 

A0IW» f*E*Tf*l!i 

•VSK2 K'ANWH W1H*I* |2;i 

A«ZI ST.ARTHES 

MX RADDEftS ANLMATBJN I VI 



DEMOS 

mil'} HEPHBiS In DEMO* nicBdcms 
1X13) HAY OF HOPE 2 pun iHQifcnt' 
miZl Al J4tA OMEGAt iu» irilliKil 
miiJ TOY AGS. Miner* rifem 
IKIi I iMLHANAPOLtS 34C44 n.-iudcrxi 
\K\1V2K ODYSSEY' IM liH- EiiTlklil 

OAMEfl 

4HHII LFAMtS COWPLATtON .1* 

4HHU OUCS CL>MPILAT10N4<- 

4HHK' 21 (JAMES* 

IHHIi nDBREAKOUTt 

4i(HIK YKIJ't 

4HIIH HAI I. HUM. 1 ■ 
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; 1 '■ V.U VMH..I- 

QOl^ [HMXIY* 

ii- i.\ M-,;iiiii-.. 

G029 JIGSAW* 
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i'i.I'I.Ii I14J (iAtCSCll BKkl l-> 
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[.SHU :-H4_4YER SOCCER LEAGUE* 

[MS CRAZY SUE 

QOle POKMULA I CHALLJENQE V3* 

HIS* kESCLE 4 

LAUD (kYPTOKINO* 

DEJA VU 

DHJ, M I II I II I I-- ::. '" ■ ■' - 
STfX'lt Nim- ['L.KKliML.t UPrflDLSK 

iiua vl: tusts am. 
FREI> FISH 

WE STOCK THE LATEST PKH LllSki IS 
OL:R LIBRARY (tTTO IBIt) PW1M Ai. 
JJTT1JC AS Wp A DISK. 

T-flACi 
■\LL T-PAti "ISkS fft STOCK NOW 

CATALOGUE 
T^» Int'luJci gp9M J in ■!■ 1 »—-. 



PHJKCS 

I-5IHSKS .,£1,2! 

4i.|(l IHISSri. Tip 

11* DISKS „™-.l«li 
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M k'.l'l IIJM 
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SPECIAL PACKS 

BUSINESS PACK I* t'uiii^iii^.'i diOis W.W 

KLl-SINPAS I'AfTK 2+ A tuiihrr 5 di-k* M.y5 

djnk i.mi.rtits pack i t Conuiit 5-dnki tW' 

HSK UIU .ITIF.S J'ACK I A furUKf 5 lists iA K 

R>NT'\ PACK I- L1111I.111I. Idiski CWl 

L' 1 .1 P A kT PAL 'K 1 -I 1 lull jilt, 5 di ■.);■. tASK 

t.WII.S PACK J-i •• ui,^ .tOjjnH iA.fj 

games pack;* s ji-t- m .■.u:..-. mm 



Educational 
Software 

The Connoisseur's Choice 



If jou are looking for software to htlp vvltli tli t- N'allonal Curriculum, 
then look no Further. Our new free catalogue is packed w ilh 
programs suitable Tor all ages from six la adult on a wide range oT 
educational and leisure subjects. 

Subjects now available include ... 




Maths 


Geography 


Sport 


French 


History 


First Aid 


German 


English Words 


General Knowledge 


Spanish 


Spelling 


England 


Italian 


Arithmetic 


Scotland 


Science 


Football 


Natural History 




-ft AvtSilil* let most ttsum i bumatswimptitais 

-M Ba$t*satlifYg programs *ilh atipeib fBviBwa 

4t As* your dmtof or usa out 24 hour mail txrier ssnks 

*|t Man/ programs atiow yen to add your cwn lessons 

-j)t EnfiY teaming hom your computer 



Write Or telephone for our new FREE 16-page colour brochure of 
Educational and Leisure software (Please state computer type) 



Kosmos Software Ltd, FREEPOST {no stamp needed) 

DUNSTABLE, Beds. LU5 6BR 

Telephone 0525 673912 or 875406 

tUva^riU' iKiii- 111 iii Of WuPjnP 

■ ci p T- w a m m 



PROFESSIONAL ^^^ 

FOOTBALL MASTERS© 

- ^^ ^' m ■*■■ **■- - ^E- 



F<x)tbrtD Mvdet« is the vorv latest M nhi-Maiuji^T Football Simulator for 16 
bit computers. After 5 yuan of de\«loprncnitwc ar*> proud to amtiounce the 
releaw of the most cccnprefwnsive football inamagement game ever. Hi 
waiting to test ycwir •ikills right now! Feature* Iiidjude:- 

Multi-Managirr gaiYie for 1 lo 4 Players. Three levels of dlffleully. 
Match highlighis minLite by minute, make sLibsti-Liiliaris or team clianges at any rime. Live 
Injuria, yellow /red cards dnd named gpabcorere. 1MB werskai has extra Graphics, 
animation ard rcatistir diaiiised soonds. (An optLan can turn this feature off). 

Full UK and European Cup itinerary", kjcludes FA, League-, Zenith Data. Le^'laiitt Dai, 
Euro|M!ari. Cup Winners and, UEFA Cups-. All cup match miles ha^na been mode as ijccural* 
as possible. Two Leg Ties, Extra Time, Away Goal Rule. Seeded Draws, Byes, etc. 
All 4 league divisions u/iLh play-tiffs and league expulsion. 
Real initial, surname, league career records, heighl and age entered for all players as at 

the start of the 92/93 Season , Five skill ratings per player, separate frw fc* goalkeepers. 

Plus 15 Qlher special attribute* like Captain, Super Subs & Mobility 

A lively and real-time transfer market, with an approach facility, negotiate wages and 

contracts. Plus loans, free transit and trainees. Unique and simple training, system to 

improve player skills. 51 2K version exchldes some features listed in this advertisement. 

High quality printer facll ities to list all the vital information . Masses of historical statistics 

on past game*, players and manager. Quick game data load and save. 

All screens updated quickly and displayed in a pleasant format, which is easy to use and 

corrdbjlable to read. Fully mouse operated. Printed instruction booklet with plenty of 

diagrams. A separate Editor Is available to change saved/Initial details. 




There are many, many other little tilings that make this game the most addictive and 
accurate interpretation of a Football Managers season. It would be impossible to list all the 

feature in this ad vert bvl we assure you (hat this is the best, v-'e have thousands of satisfied 
customers irom our previous edition o! this game, many are still plaiying it 2 yEare after 
purchase. See the Order form belauj for details on how to order this Incredible game. 
Avadable for ail Atari ST's and Amiga's. PC WINDOWS version coming soon- 




An amazing graphical strategic 
simulator that's fun and easy to play 
far all the family, 0, 1 or 2 players 43n 
keyboard, mouse W joyslick. Pick your 
moves from the selection available 
and watch your animated warrior battle 
it oui . Watch the energy bar indicators 
and. nlanyouinexi move . Edit Wrestlers 
plus many other features. 
Amirja 1MB FLAM- Only £19.95 



STABLE rfflSTEJcS 



Four years of development by a raring expert has 
led to (he release of this great strategy Horse 
Racing Simulation Yoti can participate as the 
Owner, Trainer and or Betting Punter in this 
remarkable game As the trainer you must by to 
discover the horses Ideal racing conditions (mainly 
distance & going]. Animated race display, 
formbook, 200 horses with independent personal 
profiles, tipsters, simple mouse and icon menu 
selection Many rither items are included. 

Amiga 1MB or any Atari ST Only £19.95 



24 HOUR CREDIT CARD HOT-LINE 



(0702) 600557 



Ansvjra - Phone CUskle Office Hews 
FAX ©702)613747 



MAIL ORDERS 

I Allt»- programs detailed In this aduert are cnlyawalabtethrmtgn direct ma^ 

I Name Address 



I have ait . 



.Postcode Tel 

_ computer, please send me ihe following Items 



Cjujiilily 



D— cription 



. i:l i -I 



Tel 



Football Master* 5 12K 



19.9S 



Football Masters 1MB 



a 23 



Football Masters Erfiior (Not 512K_Am|ga)_ 



L2.00 



Wrestling M ast ers (Amiga 1 MB) 



19.95 



Stable Masters (AiTUfla 1MB or Any ST) 



19.95 



I 
I 
I 
I 
I 

I -,14: \ima- .i.hA^^jaFBiile 
nmv d now eht*-. 440ms- ■ 

II encluse a Qieqiie/Pnslal Order made payable to ESP SOFTWARE. 
Cut out and post this form la:(photDCOpies or Written orders are acceptable) 
I ESPSa**** (AG), a2aSouiridmjrch Road. S-mrh«M+«>Sea. Essex SSI 2ND. UK. 



Am iua al^K KAM Expansio n 



POSTAQE (Non European Only] 



27.00 



1.00 



'card of cratlil ;en.l i^w** -ii^- ill runlsfoi SwpRAND TOTAI - 
o will i ram* dUnstch uwlh" *H houi ul isialpl. I —^^— 
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BEAT THE BOOKIES 




CQMPUTEfi-A-RACEi. 
£14.99 

ixecutrve Kttiw includes 1x Master 
fist 1x Ccpir, ImpraiP'ed Manual, 
Waller Labels and update oner. 



"Amazed at the predictions.,, Never had so many 

winners,.." CR+ User Mr B (Worthing} 

"Brilliant.,, Helped me to beat the bookies!" CR+ 

i_.st?r Mr W (Herts) 

"Unbeatable value and unrivaled accuracy." 

Features include - Fla< arid National Hunt impuls. Race 

review, Eel Selector. Help and information screens. 

Flat 92 Version Now Available I 

latest Hat tips mellude: NASHVILLE BLUES (won at 

14/1), LOCHSONG (won at 4.'1 & 10V1J, and many 

more. (As advertised in The Sparling Lite'). 

'Standard Version also available tor £9.99 (Disk 

Manual) 

BETTING FOR PROFIT IS BETTING FOR FUN! 
Order Now! 

Chequaa'PO payable lo HANOI SOFT 

(Mail Order ONLY) 

HandisDti, 37 Hearsall Lane, Soon End, 

Coventry CV5 6HF 



WANTED 



DEAD 

OR 
ALIVE 



SfflMMMIS 



3MMSMM 




I pi in tubs l&ranof am ptooe at™- panMll d u*y*m* Mm T» ptcm t* Men Sat of col E.JOOira 
EMC At OthH tkiK l*u£)W PO Be* St LSI 4IN Col dap» Jto KyMbaMp^taWlNOlMllrfliH 




DIAL - A - TIP 

Cheats, Tips, and Game Solutions 



CHEATS GALORE 

0891 lOl 234 

MEGATIP GAMESLINE 

0891 445 987 

AMIGA C.AMESTIPS 

0891 445 786 

AMIGA HOTLINE 

0891 445 985 

SHADOW OF THE BEAST I AND II 

BARBARIAN II SOLUTION 

0891 4 12 022 

FIRST SAJVll KAI HELPLINE 

0891 445 926 

MAGIC FOCKETS/RODLAND 

SOLUTION 

0891 445 928 

COMPUTER FUNLINE 

0891 445 799 

WHIZZ KID COMPUTER QUIZ 

0891 101 255 

FOR INFORMATION ON ALL OUR 

HELPLINES 

0891 445 904 

ALL LINES UPDATED WEEKLY 
PROPRIETOR;- Jaequllrn Wrigftt, P.O. Bdi 17 Ashlar- Under- Lyme 

Calls cost 3Sp per min at 'cheap rata' and *Ap par mln at othar tlmm 



_jj\ 



Adams 
Ftmkly 
EH.50 



s 



Mail order Express Distribution $XwJ 



^\\< 



3 Barclay Oval, Woodford Green, Essex IGH OPP 
Call us on 081-559 1704 or 081-504 8377 7 days 8.30am - 10pm 




Monkey 
Mind 2 

£22.99 



/ 



*nv^ 



3D Construction Kii 417,95 

Addams Family , £H,50 

Adventurers,. .. -115.99 

Air Warrior £21.99 

'.,:.. itraz .±15-99 

FilT HviTiji Forma* £21,99 

Bandit King £15-99 

Black Crypt t L -. ■ :■- : 

Bonanza Bros £14,99 

California Carries 2 -£15-99 

Captive £07.99 

Cart Lewis Challenge .£15.99 

Cisco Heat £12.99 

Civilisation £21.99 

Conquest of The Longbow,, 121 99 

Cool Croc Twins £15.99 

Crazy Cars3 £15-99 

Cruise for a Corpse £15.99 

Dark Queen of Krynn £20.99 

Deathbringer £12.99 

DLilZ^'s KxtTcllnil Adventures 

=1 i 99 

l> Generation £09.99 

Dojo Dan , £15-99 

Dune £18.99 

Dyna Staters i 18.99 

Easy Amos £21.99 

Bete £15-99 

Espana Games '92 £15.99 

Exterminator,,. £08.99 

F15 Strike Eagle 2 £15.99 

tire x Ice ,,.,£15.99 

Flame* of Freedom £1499 

Formula 1 Grand Pnx £21.99 

Coblilni J.I5.99 

Guy Spy,,,,.. £17.99 

Head to Head £21.99 

Heimdall £13.99 

Heart of China £21.99 



HiK]k his M'J 

Hunter £12.99 

Ishar £18.99 

Kick Off 2 £09.99 

Kings quest 5 £25.99 

Knights of the bkv 

Jaguar XJ220 .' £15.99 

hr.i Power £15.99 

Kick Off 2 £9.99 

Knights of the Sky £21.99 

Leisure Slut Larry 3 £22.99 

Lineker Collection ......£13.99 

Unks £22.99 

[ inks Bountiful £13.99 

Links Firestone £13.99 

Lotus Turbo challenge 2 £13,99 

Lurt: of the Temptress £19.99 

Miis Compilation , £13.99 

Megalomania £11.99 

Megasports £15,99 

Monkey Island ....£15.99 

Monkey Island 2 ..£22.99 

Mvth..... ..,£15.99 

Nova 9 £22.99 

Pacific Islands £21,99 

Parasol Stars - *15.99 

Player Manager £09.99 

Police Quest 3 £2299 

Populous 2 .,£17.99 

Pools of Darkness £20.99 

Premiere £1999 

Prince of Persia , ,£l0,99 

Pro Tennis Tour 2 £15.99 

Pushover ,.£15.99 

Quest ft Glory..... £17.99 

Quest for Glory 2 £25.99 

Realms £10.99 

Red Zone £15.99 

I'M* On All Sottivarf On k £1,120 



Risky Woods £15-99 

Rollins Honny 1 1 I 99 

Sensible Soccer..... ,. £15.99 

Shadow of Hie Beast 3 £18.99 

Shuttle £22.99 

Spcci.il Forces £21 99 

Striker £15.99 

Supremacy £10.99 

Tennis Cup 2... £15-99 

Thunderhawk £12.99 

Thus The Fox £15-99 

The Manager £17,99 

I topis £11.99 

Utopia Data Disk £09.99 

Vikings. I 15 99 

Vroorn £15.99 

Vroom Daui Disk ..£1399 

Wizkid , £15 99 

Zool £15.99 



BUDGET TTTIJ.S 



ADS 

A.T.F.2 

DISC 

Fl6 PILOT , 

FALCON .... 



I ...... 

£ 

,£05.99 
,.£07,99 

..£12,99 



FALCON MISSION 1 ..£08.99 

FALCON MISSION 2 .£08.99 

BUY ALL THREE 

FALCON PACKS ...£2599 

FINAL COMMAND £0599 

JUPITER MASTERDR1VE £05.99 

M4 SHERMAN £05.99 

MYSTICAL ..£07.99 

NORTH AND SOUTH £05.99 

OPERATION COMBAT £07.99 

PANZA KICK BOXING £05.99 

STREETFIGHTER £05.99 

SUPAFLEX £05.99 



25 



DISKS 

11.30 



3 1 / 



ff 



2 



imh ui.k.smo), Doriti.t: dknsity 



50 20.50 

100 3M0 

200 68,95 

300 103.45 

500 167*50 

All nisks come With Labels P+P included 

DISK BOXES 

3.5 Inch 20 capacity 1.50 50p 

3,5 Inch 100 capacity 4.75 £1.00 

150 Capacity Posso 13.49 £.2.00 

3.5 Inch 250 Capacity 22.99 £3.00 



ACCESSORIES P+P 

Zydec External Drive £47.99 £3.00 

Zydec Zy-M Speakers £33-99 £300 

Zydec Handy Scanner £92.99 £3 00 

Zydec Virus Prmector 45.95 25p 

Alfa Data Trackcrball £22.99 £2.00 

Alfa Data Crystal Trackcrball £32.99 £2.00 

Alfa Data Megamouse £15-99 £1.50 

1/2 meg Upgrade w/dock £21.95 £1.00 

14 Inch Monitor Stand £9-99 1150 

Mouse Pockets £1.45 25p 

Mouse Mats £1-99 25p 

Mouse Coven £1.99 25p 

Cleaning Kits £1.45 25p 



-• '" 



Simon Byron sat hunched over his word- 
processor, the electronic beast staring at 
him, taunting him. "Co on. Write the intro- 
duction to the new all-singing, all-dancing 
Cheapo? - if you dare/' it hissed. 

"But what can I write?" questioned the 
dashing young software journo. "As every- 
body knows, it's the ONLY place to read 
informative and entertaining reviews on 
the budget games released this month. 
What else is there to say?" And with that 
The One's teaboy started to cry. 

At this point Simon's Fairy Godmother 
appeared. " Whatever 's the matter, my 
son?" she Enquired. 

"I've got all this space to fill up and I 
can't think of anything else to say about 
the Cheapos," he bawled. "Please help me, 
Fairy Godmother." 

"It's okay, dear boy. I already have." 



DIZZY - 

PRINCE OF THE YOLKFOLK 

Codemasters £7.99 



Cheapos favourite spherical star is back! Yes, 
Dizzy, the original budget-sized hero, returns 
in the latest egg-tastk release from the Code- 
masters' games factory. The story is fairly pre- 
dictable but I'll run through it briefly for you any- 
way, just so that you know. Whilst out collecting 
cherries for Grand Dizzy's surprise cherry pie, Dizzy 
and Daisy stumble across a mysterious castle which 
they both decide to explore. Then, tragedy. Daisy 
pricks herself on a mystic spinning wheel and falls 
into a deep, deep sleep. Before 
Dizzy has a chance to do anything 
to help her, Rockwart the Troll 
catches him and locks our young 
eggy friend in a dank, dark cave. 
Dizzy's got quite a task on his 
hands in this arcade adventure 
(although the initial cave situa- 
tion doesn't, exactly require a 
lot of deep thought - what else 
can you do when you're stuck in 
one location behind a wooden 
door with some leaves, a match 
and bucket of water? It's obvi- 
ous - just place the leaves in the 
bucket and set fire to your bot- 
tom, of course). The majority of 




the later puzzles are 

similarly straightfor- 
ward and you'll often 
know where to use the 
items you pick up 
along the way without 
any problam. 

As for the 'arcade' part of the game, well, a few 
of the locations require some frustrating!* pi«el- 
perfect leaping and I can't help thinking that the 




game would have been slightly improved if jump- 
ing was initiated by pressing fire instead of push- 
ing up on the joystick. That's just a tiny niggle, 
though, as most of the time the landscape is easi- 
ly negotiated. 

The Prince of the Vol kf oik is a pleasant enough 
game with bold, colourful sprites and lovely colour- 
ing-book backdrops. It sounds fairly nice, too, and 
the whole game is generally fine in an unsurprising 
way. \ say unsurprising because this is a game that 
does what it does well enough and leaves it at that. 
You'll not find yourself astounded by the gameplay 
nor too taxed with the puzzles and I doubt if it'll 
take you too long to finish it. If you do buy this 
game then you'll definitely not be disappointed but 
neither will it become one of your all-time favourite 
games ■ you'll just think "Hmmm...this is fairly 
nice/' Which, funnily enough, is what I did. 




n 
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RATING: 70% 



111 



— i 




PICTIONARY 

The Hit Squad £7.99 

here are some things in I iff 
that puzzle me. Take the stuff 
about the 'birds and the 
bees', for instance. I haven't got a 
clue what that'? all about, And why 
do people listen to all this so-called 
"Rave 1 music? I've no idea. But the 
thing that puzales me the most is 
this: Why on earth do software com- 
panies insist on trying to convert 
popular board games to home com- 
puters? It's baffling to the point of 
being incomprehensible! 

Surely they realise that, faced 
with a choice,, most people would 
choose to sit cross-legged on the 
carpet playing on a real live board 
with a group of drunken friends and 
no-one paving much attention to 
the proceedings. Now we all know 
that computers are excellent things 
that can provide the lone gamer 
with many hours of entertainment 
and excitement but, unfortunately, 
they are rather crap at providing fun 
for a group, 

A boardgame conversion is 
acceptable when the computer can 
actually improve upon the basic 
gameplay of the original. But apart 
from providing an electronic friend 
to play against, what enhancements 



are possible with games like 1 
Monopoly and Cluedo (to name but I 
two) beyond the computer dealing 
a random set of cards and throwing 
the dice for you, all of which are an 
integral part of the game and tasks ] 
you can quite easily manage on your I 
own without any help from your I 
Amiga. 

But, hey, all this is really besides 
the point - we're here to take a look \ 
at Pictionary (although I think that 
the more perceptive among you 
know what's coming). Why anybody 
attempted this conversion in the 
first place is beyond me. The only 
advanta ge the co m p u te r ed itio n has 
over the ordinary game is that it is I 
possible to play alone, something I 
the original was never designed for. 

Assuming that you do have some 
friends, though, the limitations of 
the program soon become appar- I 
ent. The core of the program, the 
drawing bit, is presented as sort of 
poor man's Deluxe Paint and I can- I 
not think of anybody who'd rather I 
play Pictiofwry with a mouse when I 
it is far easier (and more enjoyable) 
to use the old fashioned pencil and 
paper. Can't people just leave alone j 
good old traditional values and stop 
trying to forcefeed all this technol- 
ogy down our throats? Whatever 
next - computerised origami? 

RATING: 41% 






TERMINATOR 2: 
JUDGMENT DAY The Hit Squad £7.99 

It ever there was a 
film tailor made for 
conversion it was 
Terminator 2. The box- 
office smash was full to 
the point of overflow- 
ing with special effects 
and action sequences, 
so much so that the 
game couldn't fail to 
be a smasheroo too. 
But as you know, fife's 
never that simple. 

It's typical of 
Ocean's old approach to film conversions before the likes of Robocop 
i and Hook, i.e. string together a few simplistic subgames, each sup- 
posedly representing a setpiece from the film, resulting in an unsat- 
isfying mish-mash of gamestyles. Terminator 2 has eight such sub- 
games; three beat-'em-up, two puzrle, two 'driving' and one scrolling 
shoot-'errvup. None of them are particularly outstanding and some 
are just plain boring. 

The presentation is nice with okay-ish digitised sequences popping 
up between most sections and the music conveys the hard, industri- 
al feel of the film very nicely, Unfortunately Ocean couldn't use Arnie's 
face in the actual game, so what we are supplied wpth is a rather squat. 
cartoony caricature of our Austrian hero with the rest of the in-game 
graphics failing to impress at all. 

I could live with the aforementioned graphics if there was at least 
some gameplay hidden in there somewhere, but sadly (you guessed 
it) there appears to be none, The beat-'em-up sections consist main- 
ly of rapidly stabbing at the fire button and the player never really 
feels as if he is in control of the main sprite at all (partly due to the 
fact that it moves soooo slowly). The driving sections are yawnsome 
and the scrolling shoot-'em-up is just abysmal. The game also suf- 
fers from being far too easy and I thinkthe average player will com- 
plete it within their first ten goes (at the most). 

Overall this is a really disappointing game which could have been 
the conversion to end them all. Given Ocean's recent film tie-in suc- 
cesses, I think that this is 
one game that would've 
been best left forgotten. 
Even at this budget price 
it doesn't warrant a pur- 
chase unless you're a 
collector of duff, dull 
film conversions, and if 
that's you then you are 
a very sad man indeed. 

RATING: 39% 
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• TECHNICAL SUPPORT HSIPLSHE: Tgamor |«hfli«l {uepertsatyour sarvka. 

• Pfl/CE M^TCrf; We normallv nialch ojfflp*»sfj on a -Sarne pr-adud ■ Seme SficeT baas 

• ESTABLISHED 14 YEAftS: Pn^i*fi track record in prafssaonal mrtpuw sales. 

• ffi MILLION TURNOVER (with «0 stiff): Solid, reiiaUs aixl pr<>Matil£k 

• BUSINESS ■)■ EDUCATION * GOVERNMENT: \t<Autr* OMWWtB available (ttl-j06«Sfl. 

• SH0*ffl00Af5: 0ea™^ari^iofiflrri1rainrigraalhi«8rt0WLonctoii4Siifciip brarehss 
f> THE FULL STOCrf RANGE: AH 01 yon uwquiiftfnems fron ana supplier 

• FfttTF CJTJCOGL'CS. Will be m3il*d to fXi wilti ofers -t isftware ard pcnrjh«rai -aalaiii. 
a> PAYMENT: Major credit cauls. WSf cheque or rnonttin/lEvms 

Babie ydu ckKiue #tian lo buv yixir ran*- pfiiner, we sutjcjaal you Win* very cjnnfuiy alitiut WHEFl£ you 
buy it Conaidar whal it wll tw like a lew flMWtis attar yon nav» ™d« youi puiichaea, *tiB»i you may 
raqiuro BddOonal pflnpharals and acoaaeoneB, oriiet an* advico wilh ynur fle* pmchss* An* »ill ihe 
coirpwy yui buy 1i*mn ffikilacl you wth delaiis o* nffvn praduds? Ai Silisa Sv*»ni5. wa ensum tha! you 
wil ham ricntnng to *orey About W» hsvn bean csLaUiahad tor almost n y»ar« and, wiih our unnvalao 
enperenca and e^petisa. s«? can inw claim to mael our ouatoiners' rflquracnofna wilh an iinderslarnina 
rth«H * SBSJOnrJ In none. But Ctonl |'J5I lEkM Wjr «c«d tor it Complirta artO return tha coupon nw* tor our 
luesi FREE liieralure and becjin wexpemmHUhe "Siliea S^Hema Semes" 



MAIL mOER: 



H Hie Mews, HalheiUy R4, Sldciip, Kerrl, DAH *DX 

Ifcn-Sai 9 annul Oup- tfc Ui J«s« upji»n 



ui- 



Q£1-30g 1111 
ij acaa 



LONDON SHOP: 



Utft4M fl3Z*n6>Xty 



52 TgrNnhMH Caufl Road. London. W1P MA 
rt: mi. 'mil Optima 



AI; OT1-HP 4MD 

f«r Mi «TI-Sa 4737 



LDN90N SHOT 
SiDCUP SHOP: 



Sennc<je& nji fiwri, fti*iri! Slreer lontfgn W1A iAB 

Uai-Fn a 96KIH7.QHI- tin *■ » «pn| HIP MjM TurtMf apn. 



AI; ui-ryg H34 

,-i.-...- y< 



1-4 The Mews HgHiarkty fu. Sinew Kent. 0»1( 405(. 

MHl-B«VB.I)!ton-lS(«m ui' >*9ti. r^miy ■ T|pn 



Til: Hi-307 6811 

=n Ma: Bl-JB anTj 



MAIL ORDER HOTLINE 

081-309 1111 



SILICA 
SYSTEMS 



LSI 



To: Silica SySlems. 0NEAU- 1192-55, H The Me^vs. Halhsrley fld. Sidcup. Kwil. DA14 4DX 



PLEASE SEND A BROCHURE ON THE CITIZEN RANGE 



Pfc 



l*A*ra*liBS*1s: iwllala: Surname: 

Company Nam* (If apjrtcabla): 

Addnasa 



, PoHffl*: - | 

T*l (Home): - TeHWnriO: I 

| Which campulef(S), if any, da you cmnri? ■ ■ ■ ■ 55J y 




HEAD TO 
HEAD 

Domark £34.99 

The ultimate eon fro ret at ion, F- 
19 versus MiG-29 SuperFul- 
crum!" - that's what the blurb 
says on the box: so it must be true. 
The box title is slightly misleading, 
though - 1 thought you'd be able to 
link the two games together some- 
how and play at being pilots of the 
different aircraft with a friend. Not 
so. What we have here is a compi- 
lation of two of the most respected 
flight-sims in the genre. 

First up, then, is MiG-29 Super- 
fulcrum - the sequel to MjG 29, The 
battleground is 'somewhere in mid- 
South America' with the player 
involved in an attempt to overthrow 




a military coup which has control of 
some 2 0000 -square kilometres. The 
usual LLN. resolutions are passed 

and a peacekeeping force is dis- 
patched to 'kick ass'. Hooray I All this 
is background information is, of 
course, superficial really - what you 

want to know is how easy is it to kill 
things? 

Well, luckily there seem to be only 
a few option screens and if you wish 
you can jump straight in at the deep 
end and get into the air almost 
immediately. The controls aren't 
over-complex and within a few min- 
utes you'll be flipping the aircraft all 
over the shop. The landscape moves 
quite smoothly, with an 'interesting' 
mountain effect rearing its head 
now and again, and the external 
views provided are comprehensive 
to say the least. 

Overall, MiG 29 Superfulcrum 
provides exactly what you'd expect 
from a top flight- sim, with fast-mov- 
ing, nicely-drawn graphics and 
gameplay which, although not 
exactly action- packed all of the time, 
will surely satisfy most Amiga pilots. 

Next is F-19 Stealth Fighter, s sim 
based around the now infamous 
super-sexy bomber that did won- 
ders for 'our hoys' in the Gulf War. 
Originally released to high praise the 
game still proves to be just as excit- 




ing as any 'modern' sim, with 
options galore and external views a- 
plenty. Everything seems to be in 
order in the graphics, sonics and 
gameplay departments and the 
whole package hangs together 
superbly. The manual provides you 
with all the necessary info regard- 
ing the numerous scenarios and tac- 
tics required to successfully fly the 
world's most expensive aircraft. Pos- 
sibly the stronger of the two flight 
simulations bundled together in this 
compilation, F-19 provides action 
most of the way through. 



All-in-ail, both F-19 and MiG 29M 
are high-class games. The only slight 
problem I have with them is that 
they aren't as instantly accessible as 
my personal favourite Knights Of 
The Sky was {although it's a little 
unfair of me to compare these two 
games to the World War 1 sim). If 
modern day aircraft warfare is what 
you're after (and you haven't got 
either of these games) then I can't 
see that you can go far wrong with 
Head To Head. 
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AMIGA PERIPHERALS 



WLLEY 
PRODUCTS 



QUALITY AMIGA PERIPHERALS 
WITH A 2 YEAR WARRANTY 

Silca Systems are plea sec to present the QVP range 
of peripherals. GVP ate the wold's tar-gssL fird parly 
marulaaiirer of penpherab far the Amiga large and 
have $ rep Jation for hign spacilicatian, quality 
products. The company was founded wty lour years 
ago by a man who knows about the Amiga, 
Qamrrotote-'s- en-Vice PrestdgTl d Technology. Ha, 
along w* a learn of Arnaja eiiperts mcJukig cither e*- 
O-jfiTnooote- stall, understand the add-on leguiiemems 
oj ATiiq^ owners better than anyone. Not ur y do 
QVP provide peripherals thai Amiga owner? warn, 
they also offer peace d mind, with a 2 year warranty 
On lha products they mandactura. So. it you ata 
looking lor the very besl »1 pen>heral£ lor your ArragB 
oornpuner. look, no further than GVP. 



FREE BROCHURE 

RETURN THE COUPON FOR TOUR COPY 



GVP's HDS+ hard drive and A530 hard drrve *Mh 'OMHz accelerator, 

represent the hiqhe&1 quality Amiga 500 peripherals, at very aMo'dable 

prices. Each incarporaias a rail action Kurd drive. RAM expansion 

.apability, custom VLSI chip and FaaaSTHOM SCSI driver, IW . v 

uAbtatalMc p*i*>rmancs. vsSS^ 

The HLKB+ hard drive Offers up (0 BMt» Ot t'vVvV 4 

standard imams! Fast RAM expansion ». \. K v v 

WW the A530 Combo, up to eMb ol 32- v\> 

bit wide *asl. RAM mpansion. E3cih 

feelure a SCSI controller, whielv 

supports up 1o 6 adrenal devices, ,-tjl.vi 

and an Aur.obooti'Ge.me cui-otl <^" c, '!* 1 J 

switch. 8olh are available in 52, 120 

and 240Mb hand dnva versions. 

In adrMion, the A53Q Combo jsooma 
the Amiga forward with an 030 
ilcC&Kiraior. running at a blistering 
46MHz. Thi& enables ydur Artl>j}a 500 10 
run it an incredible 12.1 MIPS, faster Bun 
an Amiga 3QO0! No other product in (he 
rtorld combines all the features found in Ihe 
A530 Combo 1 A plufl-in PC emulator option, 
shown below, ta available lor 
Ihf: Htlfli aid AKK1 Combo, fija 
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NEW LOW PRICES 

ON MOST PRODUCTS 
EFFECTIVE 1st SEPT 92 



PC EMULATOR 

PLUG-IN OPTION FOR HDB+ * A530 




• 16MHzaQ2&6 processor 

• 2S7 Malfis, Co-Processor sockal 

• 512K of PC HAM ptgsthe used Amiga HAM 

• Supports. Hercules-, CGA. EGA/VGA 
(monocfironw) and T310O video mrxJee 

• Runs MS-DOS (3.2 and upwards) pfcJl 
ffiousartds rj( other PC progr ame 

This powerful 266- emulator rrodJe simply plugs into 
the -"mira-stat" of lha GVP HDE4 Or A530 (without 
imalidaBnn the waranty). It has full access Do the 
Amiga's iflsuu'Ote. arid altows 
you 1o iun PC and Amiga pro- 
grams at the same Ame, gt^ng 
you two computers n one 
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ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 



I SILICA SYSTEMS OFFER YOU 



• f REE OVEfthiem DEUv£RY On all harowara urderi sheped in trie UK mainland. 

• TECHNICAL SUPPORT HELPLMC: Taam cf tadinical enpens al twjf s*va». 

• PRICE MATCH: We normally match fflmpttUors on i 'Same product - Same pnea' basis. 

• ESF4fll.;SH£t7 X4 YEAfIS Pnjv«ft Ifhc* rrjrionS InpfOl'iSSiCi'iaHsMipuler saies. 

• rrr MILLION WftNOVER (with 66 staff j Sobd, reliable and pnotilabs. 

• BUSINESS * EDUCATION * GQVEWmHT- VBtumeiisoaiiUs B¥afat>« M1-»e) MM. 

• SHOWROOMS: OemwElration and naming ladlibaE at our London tV Sdcup ftrarttfi**. 

• THE FULL STOCK RANGE: J, J I ot '►BUF psqLiFBrmnls lr^n-.<iir> se*P Ih 5f 

■ FREE CATALOGUES: Wll Cn ffujilerj 10 you nr*oH*t t solhisrtand p*rpfiwal rJetails. 

• PAYMENT. Wild ci** C*rd8, anh, eheque «r monthly larms. 

Bafgiv VW dfladif wham Id turf youi nw Aintja p'uOutfs. w» SlkjukiI yOu Iriilk Vary CaiaMlly flbOJt 
WHERE you buy ihern. Cmsiiiii wtiai n wll be U<a a ten nwilrrs alMF you neve made vouf punish, 
whan you may reqwe 4du*Eonal penEhefoJi and sorTrvare. w help and advice And. wig inn uxtfm*t 
vou buv frwn cs>n*aiS vou with details o* fibw p«o*)ds'' M Slk-a Sysmms. «( onsura thai you wil have 
nolhing Id waFFy abs.it. Ha hava tiHEn e=labli3hrj Hit ulinubt U y«ar£t and, wllh our bonvaled 

BKpencmoEr and aipertisa, we can now dam » "neei our custorrmrs' requ>re<r«nlE with a» nnnteirt«nr>ng 
wnch 4 S400nd to none Oul donl lual IBM our word for it Con-plgTa nrtd rettaim I ho -cu pan now tof our 
lalknl FREE IHofaluna and begn In anpsrience Ihe "Silica SjTrtwns StKvict-" 
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TRIVIAL 
PURSUIT 

The Hit Squad £7.99 

It's just my bloody iuck, isn't it? 
Do I live on Board Game Avenue 
or something? First I get Pic- 
tionary to review and now Trivial 
Pursuit. This isn't necessarily a bad 
thing, though. as both games are a 
different type of conversion and Triv 
serves to prove my point that 
boardgames can be converted well 
when there are obvious ways in 
which the computer can enhance on 
or improve upon the original. 

Triv was a boardgame phe- 
nomenon when released upon the 
unsuspecting public in the early 
eighties. Within a few years every 
self respecting party host would 
possess such a game for those 
moments when the conversation 
began to run dry. The short phrase 
"Game of Triv, anyone?" would 
inject a new lease of life into a flag- 
ging dinner party and within sec- 
onds of the offer people would be 
dividing themselves into teams, 
forming new alliances and trying to 
team up with the attractive girlie 
in a vain attempt to impress her 
with a fantastic display of gen- 



eral knowledge and subsequently 
receive a free snog. 
The questions, as reflated via the 

animated cutesy quizmaster TP, vary 
from the traditional text-based ones 
to more elaborate graphics- and 
sound -related posers, i.e "Which film 
starts with this piece of musk: Dum 
dummmmm dummrnm, da darr, 
dum dum dum, etc." Although ini- 
tially amusing, the time TP takes to 
traverse the rooms to put on his 
stereo and all that soon becomes a 
bore and the option to turn him off 
is welcome, The game does look and 
sound somewhat dated now, but if 
you can live with the rather duff 
graphics and presentation they 
shouldn't detract from the basic 
gameplay - after all Triv is Triv no 
matter how it looks 

As I mentioned earlier, games 
such as Pktionary offer nothing new 
in their electronic form but Trivial 
Pursuit has a very strong case for 
conversion. Questions can be posed 
using graphics or sound - something 
that is impossible with a set of dog- 
eared cards, Triv is not necessarily an 
improvement on the original but a 
step in a different direction, nearly 
- but not quite • as good as the 
boardgame. 

RATING: 67% 



BART SIMPSON VS THE 
SPACE MUTANTS 

The Hit Squad £7.99 




■» ^ ^ ^ ^ ^ — ^ 




The Simpsons, eh? Considering that the TV show is only avail- 
able to those viewers lucky (?) enough to possess a SKY receiv- 
er. The Simpsons have managed to weedle their way into the 
nation's consciousness remarkably quickly. And as Simpson Mania 
continues to grow unabated, this re-release couldn't be more time- 

Converted from an original console game (ugh!) it's basically a 
platform adventure based around everyone's favourite underachiev- 
er, Bart. The ludicrous story involves a bunch of smelly space aliens 
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i;ills wW frliCdiKS jim vi ina warkl ai zampUirg and 
help ynu 10 Cj« 0* to a TtJInB Ulan: Mlh your new Amiga. 
Plus, wlh every Ajui^i Irani Siltrj wb wH give you 14 
nnHa F REE holiday hOW* aocornmcidaitan fcf you arid 
yuiiT Ibjrily Ili Hi^/ a hie Ah at hem* or aarood. 
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HOTEL ACCOMMODATION 

E*wy Airtm 500 and GOT inom abed aanrwa 
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The new Amiga 
$00 uses stale-oHtie-art 
surface muurl lechrvokjoy. For 
maximum retabililv and features a 
3!f floppy dlrifye, mouse, TV fiodulalor and 
smart -card slot all as standard The irwravelive 
smart card sloi accepts games, ROM or RAW car* 
(from 1Mb up to *»'! ana will lake advantage of many 
future n«W developments. The very tatesl version of the 
operating system. KickstartWorkbench v2 OS is used in 
[tie Amiga 60O afrf ils enhanced chip sat facilities 
include improved grsphnCS reagluikjn. increased genlock 
support and trie facility for up 1o 2Mb Of Ctnp memory. The 
Amiga 600 is fully compalitjJO wiir. 1hs A6?0 CD-ROfi' Dmne 
eorJlnterfaoB which will gi^e -1 access 1o a lull range OJ CDTV 
titles and audio CDs The Amiga -600 is available Irom Silica in 
several CWiftguralions including a Special 2mh HAM upgrade 
opLional ftpflra - see the chart below. 
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ROM UPGRADE 
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The Wild, Tlw Vrtird jnd Tua WekcW (WWWJ is th* HHb 
cA Commodom's new Amiga 600, gunes rack Pncud si 
E34B, it corJies rcjmplfMe with Anlga WO compuiai and 
mouse, plus a range of hqn qyjurry arilanainmem 
sotiwarn. For pach contents. p*j* a hsi ol lire Ff;!:!: gir;? 
[ram Sitawrlh bwbiv Aimg* 600. see ttie chart below. 
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ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 



SILICA SYSTEMS OFFER YOU 1 



1 fREE OVEfiNtSHT DELiVERf; On it Hardware or Hera snipped in the UK mainland. 

• lECHhliCAL SUPPORT HELPLINE: TeaiTiTjl tacfuiical enpertsat yuur samice. 

• PRICE MATCH: We rKcmaly nialch oompeHltys on a 'Sams product - Sama p«ica" bass 

• ESTABLISHED i* fEAflS: Proven track racord m pK*«»nal computer sales. 

• (13 MILLION TURNOVER ( WJlfr 60 rlnff>: Solid. reaabJe and prolitatile. 

• BUSINESS + EDVCATiQtt + GOVERNMENT: ValuTe discoLnrs arvailaiblB (MI-SOB MM. 

• SHOWROOMS: Demonifcr*1itn and naming fadlitlas at our London & SkJCup DfjfttriBa. 

• THE FULL STOCK RANGE: Alio! your rachJirEmanlE tram one suppti*'- 

• FREE CA TAIQGUES: Wlllbemaitedtoyouwith altera 4 sortwaie and penprterBl details. 

• PA YMENT: Major trfidt cards, cash cheque or morthly 1911114 

Belore yni^ dns;Kln wh«n lu buy >0u<' new Amiga computer wn- si^jtisi yiiu Lhink very carefully -abdui 
WHERE yau buy L Canaioar whai d wll be urn a few monihi after buying your Amiga. v«h*n ycnj may 
reiiuira addmonal peroneal* or sokwann a! hHp and advice wMi your new autvnhnsi; And, wll Ihe 
company you buy Irom ooniaci yau wiBi deiails of nfrw products'' At HIdi Sysimis. we ensure that you 
hii haw nothing id many aJjcuL We haue been ealabliEhed for almost 14 years and. wilh our inmami 
e<n>ariai«a and anpartiae. we can <idw rinim jn-.Tum our eu Hamm ' requremarna with etn tindameniiirK) 

wt»Ch is SOOOnrt lo npn». Qi.t Lkml |ualiaks Our wWd tor It Complfl* iirKl mtum Ihe ccupuil now tor OUT 
In-nr: FRF? IHe>alura and begn K>eipef>ance If* '&UCB System* Brf-iici-" 
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SUPER 
MONACO 
GRAND PRIX 

Kixx £9.99 

SMGP is the official conversion 
of the Sega coin-op of the 
same name, with a few minor 
changes, The arcade machine con- 
tained only one course (which is 
quite limiting} arid, understandably, 
the conversion team decided to 
beef-up the computer version and 
chuck in an extra three tracks, with 
access to Monaco only granted 
when successful qualification from 
the previous tracks is achieved. 

The game is a sprite-based racer 
with fast-moving and sufficiently 
smooth-strolling graphics streaking 
past at an impressive rate of knots. 
The car has three sensitivity options, 
so there should be a control system 
that 'feels right' for just about any 
armchair Mansell. Steering is, ini- 
tially, quite tricky and it soon 
hecomes obvious that the only 
chance qf making it to Monaco is to 
learn each course. If Super Monaco 
does have a fault it's that it's very 



unforgiving - take one bend too fast 
and it's ogling at the attractive lady 
in the swimsuit on the "Game Over' 
screen for you, my boy. With a lit- 
tle care and loving, though, the car 
can be goaded around the track as 
if it were on rails. 

As you play, a limit is set on the 
position you can fall back to in the 
race and once this is broken the race 
is over. This placing is adjusted dur- 
ing the race according to how 
you're doing so if you zoom off 
right at the start, the chances are 
you'll be trying to avoid slipping 
down to third place before too long. 
So a tiny hint of strategy is called for 
and it is best to pace yourself early 
on with a beady eye fixed on the 
rear-view mirror. 

Although it's certainly not the 
best sprite-racer around (and its age 
is beginning to show a little now), it 
really is blummin' great fun and pro- 
vides quite a long-term challenge. I 
really do like this game * I always 
have done - and at this price you'd 
need to be completely off your so- 
called trolley to let this purchasing 
opportunity by and miss your 
chance of owning one of the finer 
racing games for the Amiga, 

RATING; 85% 



continued... 

BART SIMPSON VI THE SPACE MUTANTS 



f this 



and their quest to take over the planet. Only Bart is aware of this 
cunning ptan and so he takes it upon himself to save the planet and 
generally become the hero. Why he can be bothered with all this 
when he never even does his homework is not explained so it's prob- 
ably best if we don't ponder upon this point for too long and move 
on swiftly to the basic gameplay and all that sort of stuff. 

As Barf, the player is guided through a series of platform- Strewn 
levels, with a set task to achieve on each before progress to the next 
is allowed On the first level, for instance, Bart has to change the 
colour of any purple objects (this is exactly the type of thing which 
the Space Mutants need to take control of the planet, you see) and 
this can be achieved by covering them up, respraying them or all man- 
ner of other tricks which become apparent during the game. 

Although initially doing a damn good impersonation of a creaky 
old 8-bit game, subtleties are soon revealed and little touches (like 
the J They Live'-type X-ray specs used to detect disguised aliens) make 
the game slightly more involving to play- As you can see, the graph- 
ics aren't exactly award-winning by any means but they do bear a 
good resemblance to all the gang and the bright, bold visuals give 
the game a 'cheery' feel. The gameplay itself is a touch linear for my 
liking, not really offering anything new or original enough to take 
people by surprise but just plodding along, content to remain fairly 
average. 

Overall the game isn't really substantial enough to warrant its orig- 
inal pricetag but at its new budget price The Simpsons is a worthy 
purchase if you're a fan of the cartoon family or fancy a no-frills, mild- 
ly-entertaining platform romp, 

RATING; 65% 
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PHILIPS 8833 Mk ii 

14" COLOUR MONITOR^^q 




THE GAME 

Lotus Turbo Challenge £ Mwn Oramtpi 
Graphics lakes racing game* to new 
dimensions. Pass (twcuigh hauardbt* 
tunnels', lvwsl along log-strw-wft 1rar*s; 
speed aver Band gVtlts. Its an adicm 
pack** 1ea of your s^'" an£l spead - 
CAN YOU HANDLE IT! 

FINAL CHALLENGE EXCHANGE 

It you already °*** a ™Py o* LDlUE 
Twite Challenge 2, don't worry. You 
can return (he Free copy trom your 
*4iw monitor and, 'Or fust £5, Philips 
will exchange It for "Lotus ■ The Final 
Challenge". *u «n use this h*w 
Eortwnrn 1n design and Create your 
very own racing circuits. 



THE COMPETITION 

WIN A DAY FOH 2 AT THE 
1993 BRITISH GRAND PRIX 

Imggir* grandstand seats al the most acclaimed 
syent in the Formula 0« year ■ The British 
Grand Prist. Phifcps will % you arid a IrieruJ inlo 
Silverslone and fliere's the chance id meat a 
lamous Formula Or* personality at a celebrity 
deception. II'S then lime 1o take your grandsland 
seals lor tha morning's practic*. A delicious 4 
cowrw lunch fcfcws; then Its back to your seals 
to tha Grand Prix rjseif. 

It's oil pan of an exiling Firs* prize package in tha 
Turbo ChsHenge Compahliufi. And, if you donl 
gsl lha chequered (lag, tiiere are *0 runner-up 
pcaes oS Fenan Tesflarossa remote centre! cars. 



• If CGA COLOUR MONITOR 

• OFFICIAL UK PRODUCT 

• 1 YEAR ON-SITE WARRANTY 

• FREE! LOTUS TURBO 
CHALLENGE 2 SOFTWARE 

■ RESOL UTtON: 600x285 

m HORIZONTAL fftBSk 15.6KHZ 

• .42mm DOT PITCH 

a STEREO AUDIO SPEAKERS 
m EARPHONE SOCKET 

■ TTL-DlGlTAL & RGB-ANALOG 
COMPUTER INPUT SIGNAL 

• CVBS VIDEO INPUT SiGNAL 

• PARK GLASS SCREEN 

• GREEN SWITCH TO 
SIMULATE MONO DISPLAY 

m AMIGA, ST. PC COMPATIBLE 

• CABLE REQUIRED 
Sob Arc&ssones twtow 



RBCQMMENDEDJ] 
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USING A TV? 

Switch to a monitor and 
SEE WHAT YOU'RE MISSING! 

If you are currently using your Amiga or ST 

with a domestic television set, 
then you are missing out on picture quality. 

Unfortunately, because your TV is used to receiving intariof UHF 
transmissions from 1he airwaves, it only has a UHF socket. So, 
your computet has lo downgrade ils high quality digital RGB (Bed, 
Green, Bluaj signal In UHF to anatda y(KJf TV bi WC«ve it. 
However, Bscause your TV can only display using RG6, ifl hea ft? 
conweil Ihfl UHF signal bat* to RGB beftme it can put a picture on 
lha screen Q\ c™rs*. euery time yoti «jm?*i tram one signal to 
Another , there is a loss of guaMy Wflitfi means 1hal 1he trial picture 
on (he TV is not as good as ths original signaJ from your oorngjulef 
You can &vercome ihts wtlb a monitor, whicii has an RGB sodtet. 
not UHF. Your computer will raoognise Ibis, and sand Its onginal 
RGB signal to tha monitor which will display ihe image duwtty lo 
lha screen wish no loss, of quality. 

Ths Philips flfl33 is lha basl setling cotou monitor 1df the 
CmnmwiorB Amicja and Atari ST ideal fee game playing, il ottos 
■SKjcallenl colour graphics and has stereo audio speakers tor 
enhanced stereo outpul from the Amiga and ST-E. The 
partormance and re(iab*y ct Hte 6633 IB axrfptional . which tt why 
we are contident to o«to 19 months ON-SITE warranty wilh avery 
PMps 88^ monrtor Plus, every 9633 horn Silica comas with 
iuif oius i urbu CM WQ* i HAmre, R I fa ■:■' -v flM rjgWI 



ACCESSORIES 




COMPUTER 

WORK 

STATUS 

£49.95 



All PRICES INCLUDE 



SILICA SYSTEMS OFFER 



i FHEE CVEfWtetfT DELIVERY: On a) her**are oraafs. stiipc*d in the W( mainlard 
■> TECHNICAL SUPPORT HELPLINE. Team ot technical enptrta al your serviC*. 

• PHICS 'MATCH: Wa normally imtft cmipelilDrs on a ■Ssma pradiicl - Sam* pnee' oase. 
t ESTABLISHED U YEARS: Pm)uan1rack racoftJ in pfolasspsna) compulei' sales. 

• C12 MILLION TURNOVER (with SO $taft): Sold, raliatile and rxOlilSt*. 
■ BUSINESS * EDUCATION -t GOVERNMENT: Vo*imB decCuniS aue*abia M1-MS 0B88. 

• SHOWROOMS. D«fflonSralKKiBndmi™'fia1acitesat™rL<>fli^4SHkupb'ai«r* 

• THE FULL STOCK RANGE: AH drywr requiranents from one supplier 

• FREE CATALOGUES: Vf* tie m»lad ba you with otter* * software and p*«iptiaral detail 

• PAYMENT: M(#or credit card*, »*. ■cheque or mtmlhly temia 

Belora you stawta wHan 1o twv yow rww morttcir, we suagMi you thi* very carehilly aftewt WHERE 
you buy ii Court* whaHwiitw like a lew months jtajr you *iava ™*ryour purthase. *f^yau may 
requrr? aAlMnal penpri«r»li *«l software, or hdp aod a*ws mm vum new rwrdviss- And, will rm 
raiwany you buy tram ttnlacl you wh (taioili tt new p^tucts^ Al Silfca bvslBm*. ™ aiisura that jfOu 
vrtli haw nijtting in worm about W» hive been astabiishwi *ir almost 14 i»n and wilh oif vnnvmma 
expnrmncc undejlpertJM. 'jwj car, row dam lo imjnrt nui Ouutomers' rsqymiinenla Wth an iyid«4iari*H! 
vrfikrh is second m none, flui don'l U3r lukiMxjr word toc^CompH^^^'d return mo rmipixi nawKjrour 
lalealffiEi iimmMi* and begin in rapefienca ltwS*3 Syjiiomfi Serwa', 





= 



HI-TECH QRIPPA 
OOP>f HOLDEB 



CABLE - £9.95 

rou w* "**n a rik In MHtKl Bm fWpo 
aasa to jwj' #***«■ TWtm «bta in 
■Min-jit, Cm si He)< ta-i ii px. M ">• ioni 

?. JCfl Kl D> 5Vr4 IhU U VOUI IWI* (VtiMfW. 

mw ■!] as* MM fj O citcounl sa vw e>*r 

,:ri. ffi an ■ in >U*M f« yni rarnr ** 

nni^J iJtte Icr >oui ciH,i|iuifli 
CAB 551A ■ ST-ESTEBEDSOUKD 
CAfl SSOA - ST-FM MONO SOUND 

CAB 5050 - AMIQA STEREO SOUND 

SAVE £5! 
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OFTWARE CITY 

RO. BOX NO.888 Wolverhampton WV1 UP 

CALL US ON ; 24 HOUR CREDIT CARD HOTLINE 0*W2 25304 




Registered Office: I J.A. Software Limited 2nd Floor Offices I knupiuii Walk Queens Street Walvertiamptoa WVi !TQ 
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WIKiA < tlMl'll VIIONS 



Is! Division Mannifcr 7.99 

Aiktams Family 17.99 

Advanced I'niil Machine 6.99 

Anbucks. 2 1 .50 

Air Support I New) ........... 1 7.99 

Alien Breed 1 7.99 

Another World 1 7.99 

Apidya 4 1 7.99 

Arcade Fruii MaebinetNew I ....... 7.99 

Anthem (CCS. ) 1 3.99 

Amie I New)..........., 7.99 

Ashes, of The Empire 24.99 

R adl andi I New Pr ice 1 7 99 

I I k of The Cosmic Forge 25.99 

Bard's Talc. 9.99 

Hauls line Trilogy! New).......... 24.99 

h all Ik hess .9.99 

Bank: Ilk 2| JO 

Rank- hit Data Disk „..— .13.99 

Bailie ml Britain (Their' fines! hour) .... 

, 21.50 

Beta 3 (New) 21.50 

Bit! I New) 7.99 

Binder Prey 24.99 

Black Crjpl 17.99 

Bl,uk' Warrior (Newl 7.99 

Mood Money 9.9¥ 

Bridge Player 2150 21.50 

B ubble Bobble 7.99 

California Ci aiiucs 7.99 1 

California CmdM 2 17.99 

Captain Dynamo .. .. 7.99 

Carl Lewis rhalknye 17.99 

I tries 21-50 

I h:i i i-|i mil ship Manager 1 7.99 

Che -Guerilla in Bolivia (C.C.S.J....... 

17.99 

Chuck Yeuer 2 .9.99 

Chuckle Egg I i* 2 9.99 

Civilisulkm.. 24.99 

C.J. Inirie U.S.A... 7.99 

Conflict in The Middle East 

21.50 

Cover OLrl Poker 1 7.4m 

Crackdown 7.99 

Crazy Cars3 1 7.99 

( i ukei Captain 17.99' 

Cnute For a Corpse 19.99 

CyhcrbUst (Newjw— 13-99 

l> Generation If 7.99' 

Dde) Thmnpsmis Olympic Challenge 

[lark Qvun el Kryrin .. 'Z 22.99 

Oriiili Knights Of Krynn .,21.50 

Delu.nc Sinn Poker 2 

I I Mm) (SPOrTerl 9.99 

Dick racy '^Adventure (Newl .21.50 

Dizzy Panic (New) ., 7.99 

Dizzy Prince of The Yolk folk 

(New) 7.99 

Dojo Dun I New) „. 1 7.99 

Double Dragon I or 2 .9.99 

Dungeon Master/ 

Chaos Hlnkes Back 21.50 

D\nabLaslerH 21.50 

Eco guest (New). 24.«W 

Fmlvn Hughes Int Soccer 

„„.„.„.„_„.„( New Price) ...7.99 

Epic 21.50 

European Super League 

I Kp Offer) .9.99 

Exile (Special (Jflcrl .9.99 

Exodus 3010 (New) 21.50 

Fl5SlrikeEaale2 Ilmefij 24.99 

Fid Combat Pik'i -9.99 

F19 SieaLUi Fiuhtei 21.50 

Falcon | New Price) 14.99 

Falcon Op CouiilerStrike (Dtala Disk! 

.....9.99 

Final Whistle 1.99 

Fire & Ice 17.99 

Fin.-fi.iee (New) 17.99 

Flighted I helm, ode! , 

tNewPrice) 14.99 

M.'.:,i 13 ..21.50 

Football Director 2 (New Price) . 4.49 
Formula i Grand Pris (Mkroprost) . 

.....24.99 

Frontline (CCS.) -.17.99 

Fun School 2(U6of 6-8 w 8+) 7.99 

Fun School 4 tU5 or 5-7 or 7-11) 

17.99 



flames Rsfuiia '9 2 21.5ft 

Gateway Frontier 22.99 

Gauntlet 2 7.99 

Global Effect 21,50 

Gobliins- 17.99 

Gods 17.99 

Golden Ase 9.99 

Graeme Soilness Soccer Manager 

7.99 



<ii.i;i.iii I ,i i lv n - Socjcbi 17.99 

Grand Pris. iMicroprcse) 24,99 

Guy Spy 21,30 

Haeai the Horrible (New j 17.99 

Hmd -of Si Jame* .<><«▼) 21,50 

Harlequin. 17,99 

Harpoon Version 1.21. 24.99 

Harpoon Bultleset J or 4 10,99 

Heimdall 24.99 

Hero Quest Dala Disc 2 I .5!) 

Hero* Of The Liliee 7.99 

Hl„ i\ew| 17.(19 

Hm>k 17,919 

Humans .(New) 21 ,50 

lun Bolhums Cnckel 21,50 

[mpenum 9.99 

Indiana Jones Lasl Crusade,,. 7,99 

International ihaiupuirivliip Ailik-n, , . 

, .,7,99 

,99 
1(1 
.10 
•■■-■i 
■:<■,' 
99 



International Karate + ,„7< 

International Sports Challenge .. ,2 1 
Ishar Legend of The Fortress ....21 

Italia 19*) 9. 

Italy I99(KK!xxj 7, 

Jack Nieklaus Oolf(New Price) ...7 
Jack Niuklaus Ijilliilliltil Ci»aises ... 

.,.....,( I BCf} 21, 

Jack Nicklaus Unlimiled Clip Art .. 
10 



Jack Nicklaus vol2 or 4 or 5 10 

James Pond 7. 

Ilinii', While's Wi'iiinii'nl Snookef 

21. 

John Bumes' Sotcer ,17, 

John Maddens Amerain FoODball 
17 



Jones In I lie Fu>l LaneiNewl ....24. 

Kaisei I.\rwt 17 

Kick Oif 2 1 1 Mes) , 

,..,,.,.: Special DffiTh 9 

Kkk Oil' 2 Giants of Europe 7. 

KLtkOlt' 2 WinnineTadics 7 

Kkk OCT 2 Return To Europe 7. 

KiukOff 2The Fi.ial Whistle a. 

Kind v,,irsls T- 34 

K:ii ; .^(>ji,-sI 5 27. 

Kni£Lhl inure* Dim Book ...21, 

KnipJils of Lhe Sky 24, 

Kwi k Snax „7, 

Legend + Hint Book 21 

[jis-ure Sailljjrry .1 24. 

[ Amniap 17. 

Lenmiiiip Uata Dist 13, 

Links (nsjuires Hard FHxg Drive 

(N>* l...„„„24. 

Links Fbemonc (KDlCNewl ,.,,.,,12, 

Liverpool ,17, 

Lombard R.A.C Rally 7 , 

Lords of Cham (Special Offer I ...9. 

Lotus Lspint 9, 

Lotus biplnt Turbo Challenge 2 17 

Lure of the Temptress 21 

Ml. Tank Platoon 21. 

Miigic Ldnd Dizzy 7 

Man United 9. 

Man United Europe 17 

The Manager 21 

M.anie MincrfNew Pricel 7. 

Mavlnii TbeDurj 17, 

M'.; e a 1 1 in ress. , ,. , ....,,.„. 21 

Megalraveller 2 .,,.,.21 

Microprose fjolf 24. 

Mldiiijshl Reiiitance. .7. 

Monkey Kland 2 (l.e Chucks 

Revenue ) 2.1 

Miilli Plavrr Sia-icr Manav^r... 17 

Myth ,.,,17, 

Nuiv ., .,, , ,„7, 

New Zealand Stwy ,.,7, 

Nightbrwd (Ahm.L-. 

(New Prke'l m „ 7, 

NoGreai«Okiry.(Ne(w) 24, 

North anolSoulh 7, 



Nova 9 (New) 24,99 

Oh No More Lemmingst Stand 

Alone) I7. L « 

Omar Sha/i fs Bridge 24,99 

l J (i \ louillolf 17.99 

P.O. A. coarse* Dma Oi^ 10.99 

P.G.A, Golf + Cour>*!» IHk 21,50 

Pacil ic Islands 21.50 

Paperboy 7.99 

Paperboy- 2 (Special Offer) 7.99 

PuruMil Stars 1 7.99 

Pinball Dreams , 1 7.99 

Plan L > Outer Snace(N(W| 24,99 

Polkc Quest J 24.99 

Pool of Darkness 22.94 

PopuJam 9,99 

l J ii|iuk-,ijs, Sim ("iiy 21.50 

Populous Editor 1099 

Populous New Worlds S,99 

Populous 2 ( 1/2 or I meg) 2 1 .50 

Povvermonger 21.50 

Powermonger Data Disc 10.99 

Piv> Tennis Tour 7.99 

Pro T«lftii Tour 2 1 7.99 

I'm^viX 17.99 

Puzznlc 7.99 

R-Tvpc 7.99 

R a , I i i , ad Tjermn 24.99 

H | ni hi HW Islands 7.99 

RedZwic .„ 17.99 

Rick Dangerous 2 , .... , ,..., , 

.„ iSpetiu lOflerJ 2 99 

Ri-k^ Woods ,.„.„„, 17.99 

Rubocod 17.99 

Rohocop 3 17.99 

Ruchy CoaehlNew Frier) <W 

Secret Of Moi in- ^ I -.kind uu . u . u . u „.u.„ 

„., „ „.„„.„.„( I Mcjtl . 1 7.99 

Secret Ol'Monkev Inland 2 

., Meg) 25,99 

Sensible Soccer 17.99 

Seymour does to Hollywood ,..,..7.94 
Seymour Saves The Planel.HNewl7. L *4 
Shoot 'Em Up Construtlion Ktt....'*. 1 ^* 

Sikm Serviee 2 , 24.99 

Sill'. Putty (New! 17.99 

Sim CJty / Populous „ 21.50 

Sun City Architecture 1 ,„.. 1 1.99 

Sim City Archnecture 2 1 1.99 

Slightly" Mugiv ,, . (Newl 7.99 

Sly Spry , (NewlYleel ,-7.99 

Soccer Pinball ,.,-,7.99 

Space Crusade 17.99 

Spike [n Transylvania 7.99 

St Drason 7,99 

Stalingrad (CCS.) 17.99 

Steel Empire 2 1.50 

Stefl 7.99 

Sieve Davis Snooker 9.99 

Striker Manager! New Price). 9.99 

Stunt Car Racer 7,99 

Super Cars ,7.99 

Super Cars 2 'J.94 

Su|r-i Off Road Racer 9,99 

Supei Teuis 2 1 .50 

Sw HL-hr>lade2 9,99 

Team Suzuki 7.99 

Teenage Tuntes(SpeciaJ Offer) ,. j.50 

Tennis Cup 2,.,,. 17.99 

Terminator 2 1 7.99 

Test Drive 2 (Special Offer) .^.....2.99 

Teiri*,, ., iSpeclal Offer) 9.99 

Till „„„.„CNew) 14.99 

I I.-. I i-lv.s 17.99 

lop Wrestling <N*wi 17.99 

Total KeealL 7.99 

Traeksuit Manuger ,., 7,99 

Traders (JMcwl 17,99 

I re»ure* of The Savage Empire22.99 
Treble Chain iiinnsf New Price) ....3.99 

Invial Pursuit.... 13.99 

lurbo Oulrun , ..,, 7.99 

Turncori I or 2 7.99 

TV Sports FooibalKNoi + 

Compaiihlel 9,99 

Ugh , , (New! 1 7.99 

.(i 21.50 

Ultimate Golf <>.<n 

Utopia .t IJUopil Now Worlds 

(New) 21.50 

VTkrnas (New) 17.99 

Vrixim , 17.99 



VfOHB Data Disk ..( New) 12.99 

Vulcan (CCS. ) 1 3.99 

W.W.F Wrest Img 17.99 

Warriors of Relevne (New) 2 1 .50 

Wing Commander .1 New) 24.99 

Wings Of firry 7 un 

Winning Tactics ....,.„. 

Winter Super Sports 1992 ... (New),,,,, 

17.99 

Wizkid ....,17.99 

World Championship Bo*ing 

Manager 7.W 

Wirfld Class Leaderboard (LID 

rMtioo) 7.99 

World Class Rughv 

(Special Off er) .9.99 

World Cnckel -7.99 

World Rugby , 7-99 

Zsval (New) 17.99 



HINTROOKS 

Bard's Tale I or 2 or 3 5.00 

Eye of The Beholder ... .- 7.99 

Eye L.fThe Beholder 9.99 

Kings Quesl 1 or 2 or 3 or 4 or 5 .S ,99 

Knighunare ,,.,,.„.„.„.„.„. 5 .99 

Leisure Suit UrfJ' I Of 2 or 3 H.W 

I i h in i 5 .00 

MiL-hr A Magic 3 14.99 

Monkey Island 5.99 

Monkey Island 2 , 9.99 

Secret of The Silver Blades 7,99 

Space Quest 1 or 2 or 3 8.99 

L0t»naSof6 5.99 

l hiiaa7 X 99 

U llima U nderviiwld 8 .99 

.1.5- D.ii.Mi Sidwi, Ui.uhlc n <!^ 
DtfllJtJ Hith l.ahelB:- H"ll50 

4JJ Pkt^ '.t Ui.w Hi« 6.99 

BO Piece 3.5 liist ESm 7.99 

120 Piece 3.5 Uise Bon 9.99 

Mill Si WVI 2.99 

AMIGA A Kith DU ST COVER 9.99 

AMIGA V'-'iMX SI COVER ..,.,9.911 

AMIGA 1/2 MEO EXPANSION 

WITH OR WITHOUT CLOCK -^ 99 



ADDICTKIJ TO FUN 

Bubble Bubble, Ruinhow Islands &. 

New Zealand Story, 

£13.9U (NOT AS0O+) 



AIR AND SEA SUPRKM ACY 

Silent Slervite. Gunsfiip. Wings,. 
Carrier Command & P47 

'ITiunderbolt 
£2 1.511 



BOARD GENIUS 

Scrabble Lfcluse, Deluxe Manoptsly, 

Ktsk Si. Cluedu Maisler Detective, 

Ol,S0 



DIZZY COLLECTION 

Fast Food, Kwik Sous. Mugickind 

Diiry. Farttiifsy W<>rld Oi?7J' 

ATicjisore Island Dizzy. 

£17.99 



DIZZY'S EXCELLENT 
ADVENTURE 

Spellbound l)\rry, Ftuhhle bi/j.y. l)u.<k I i 'iiiilc 

■ :! it.- \..-\l> kuLk, Paiiiv O'nsy &. Kivik Snax 

iJ7.9S 



FOOTBALL CRAZY 

Kldt Off 2. Wcwld Tup. Final Whistle 
& Player Manager 

£1 7.9? 



GRANDSTAND 

World Class Leaderboard. Pro Tennis 

Tour, Gajj.a's Super Soccer & 

Continental drew 

Spwial Offer £12,99 



me<;a sports 

Summer Games Ifl 2. Winter Games. 

Games Summer Ediiion S California Games 

£17.99 



SOCCER COMPILATION 

Kick OfO World Cup, Gaua 2. Microprose 

Soccer ilanlyn Hughes. Int, Soccer 

£17.99 



ORDER FORM AND INFORMATION 

All orders sent FIRST CLASS subject 1o availability. Just till in the coupon and send 
it to SOFTWARE CiTY.F.CJ. Box 188 WiiU-erliampNin. WV I 1TP 

ORDER FORM 



ADDRESS... 






POSTCODE —. —.. 


....TEL NO: „....„,. 










Name of Came 


Compulvr 


Valut 1 

































Puslage 



UlTAl. 



POSIAG1: KATES; Fkaw Kid Sflp fm pent £ pat-kin^ un all uoti-rs uildcr £5 

l-l-.('iiiu<1H»ft«ddtl per ilcm.Nim EEt nianlnijs add t'J Ki lliiii 

fW I MC Ft V THEQIJE CTiunnics p»yablE to Shiftman: Ciry 

Cralil Card Type rupir^ Dtce 

CanlNti ..__ „ - 

SljlMllUf , r, - 

tun- - 



..EUHureAN oaDCRS, master cards, 

..KLJHUCAltlJS ACCEPTED TH0 1I.''92 



- - 
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Brrrrl It's getting dark earlier and that traditional English chill is creeping back into the 
air. It can only be November, month of pre-Christmas excitement and the software 
houses' annual rush to get their festive biggies finished in time. So, while everyone else 
beetles round like a maniac, why not relax and take a few minutes to peruse some of 
the goodies coming your way over the next few months. No need to run and hide, it's a 
wonderful, wonderful life... 









Ocean 

This one is a distinctly odd licence - instead of signing up any 
particular film or character. Ocean has picked up the rights to 
use no less than SIX of the classic bad guy* from Universal Stu- 
irror classics of yesteryear in this, its latest accede adventure, 
sextet of gory characters are made up of Frankenstein's Monster, 
cula, the Wolfman, the Mummy, the Bride of Frankenstein and the 
attire from the Black Lagoon. The rudimentary storyline goes that, 
after the death of veteran vampire-killer Prof ssor Van Helsing, the spin 
its of the creatures that he did away with in the course of his colon 
ful career have been 
incarnated and now roam 
the halls and corridors of a 
creepy castle. The player, 
as Van Helsing's nephew 
Alex, has to go in and 
recover the six pieces of a 
shattered gem, the Blood- 
star, which when rejoined 
will condemn the baddies 
to the spirit world once 
and for all. 

Fans of that clolourful 
Ocean classic Head Over Heels should be jumping for joy over the 
release of this - ifs another game in the mould of the aging favourite, 
using 3D isometric graphics to portray the action, and also adding 
another dimension to the castle's myriad of puzzles. And of course, 
expect plenty of gory graphics and atmospheric muzak. The emphasis 
is more on the adventure side than action - although there are plat- 
forms to jump and baddies to avoid, much of the game revolved 

around finding the right objects to 
help you progress. Each of the six 
monsters can only be banished 
with the aid of a special object (a 
Crucifix in the case of Dracula, for 
instance}, so you'd better go out 
and stock up on graph paper now 
- this one's going to take a lot of 
mapping, and as such should 
receive a warm welcome from 
'serious' arcade adventurers, who 
have been starved of a decent diet 
for ages. And with Francis Ford 
Coppola's Dracula movie due out 
soon. Ocean's obviously counting 
ort a big hit. Hopefully it'll be out 
and about before the end of the 
r - keep 'em peeled. 





CREATURES Thalamus 




laving whipped up a storm on the Commodore 64 (remember 
[those?) in 1990 with a rather impressive nine months in the Top 
20, Thalamus' entry into the increasingly-turbulent platform game 
arena is at last nearing completion on the Amiga. In Clyde Radcliffe Exter- 
minates All The Unfriendly Earth-ridden Slime (CREATURES is an acronym, 
you seel, the player IS the super-cute Clyde, whose job it is to rescue a 
race of fuzzy-wurry aliens who have crash-landed on a remote island on 
Earth, and now risk horrible torture and death at the hands of its nasty 
inhabitants. 

What follows is six stages of horizontally-scrolling platform tun (or so 
we're promised), interspersed by three special torture screens, each one a 

puzzle that involves the 
player setting off a Mouse- 
trap-style chain reaction to 
free a captured creature 
from being butchered by a 
chains aw- weirding baddy. 
As he does so, Clyde's only 
weapon is his atrocious bad 
breath, which is so bad it 
shoots out a jet of fire (who 
writes this stuff?), but he 
can power himself up by 
collecting MFCs (Magic Potion Creatures) from around the levels and cash- 
ing them in at the buxom witch's end-of-level hut. 

Converted from the C64 original by ex-Psygnosis coder Wayne Smith- 
son (he of Baal and Ork fame), CREATURES is expected on Amiga next 
month- And we're promised that the sequel, subtitled Clyde Radiliffe 
In Torture Trouble and currently topping the 8-bit charts, will follow 
very shortly after, perhaps even before the end of the year. 
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PREVIEWS 






i/i 



Cl. 



Srandslam 



JB While he's not out earning a fortune 
MlVon the courses of the world or 

V H telling us what a really smooth 
shave you get with a disposable Bit, Nick 
Faldo must be at a bit of a loose end. So what 
better way to fill in the time between tour- 
naments than lending your name to a com- 
puter golf game? It's not the first time he's 
done it r having attached his moniker to a 
rather tatty Spectrum golf sim nearly a decade 
ago. This second game to carry his name, 
however, looks to be a good deal more 
sophisticated - and it'll need to be, going up 
against such stiff competition as the excellent 
PGA Tour Golf, Microprose Golf and Links. 

Opting more for the straightforward 
approach of PGA rather than the depth ier, 
simulation-based style adopted by Links and 
'Prose's effort, Nick Faldo's Championship 
Golf promises to be, in Grandslam's own 
words "easy to play yet difficult to master," 
We may have heard all that before, but all the 
same the list of the game's features is impres- 
sive to say the least. The filled vector courses 
(two in the main game, with data disks to fol- 
low) have been created using Arc Develop- 
ments' new Reality3 graphics system, which 
allows for plenty of pretty shading and undu- 
lation effects, and the golfers themselves are 
drawn and animated from digitised images of 
the real thing. Selectable caddies offer advice, 
and there's a separate training section based 
on Faldo's own instructional videos. A modem 
link allows for simultaneous two-player 
games, while lonely sorts can choose between 

ight computer opponents of varying ability, 
The rest is pretty much what you'd 1 expect 
- all the usual clubs, course maps, SAVEable 
player stats, a driving range and practice 
green, seasonal weather conditions, Stroke 
and Matchplay options,., the list goes on and 

in, It's looking like NFCG could be the most 

omprehensive golf game yet. Whether it'll 
prove to be the most playable is something 
you'll have to wait til next month to find out 
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|he demise of Mirrorsoft last year led to 
countless games falling by the wayside 
mid-development - some got picked up by 
other software houses, others are still stranded 
in programming Meli. Rowan Software's Reach 
for the Skies is one of the lucky ones, having 
found a new home at Virgin and at long last set 
for release this Autumn, It's hardly surprising that 
the long-awaited aerial combat simulation based 
around the Battle of Britain has been in devel- 
opment for almost as long as anyone here can 
remember. 

The game's promising to be a historically accu- 
rate portrayal of the Battle of Britain and the 
campaigns leading up to it - the dates of battles 
are all correct, and the dogfighting tactics 
employed by the German fighters have been 
modelled on the real thing too Players can go 
all-out for action as a pilot or sit back and play a 
strategic role as controller, organising an entire 
campaign including the production and distribu- 
tion of aircraft. Those who crave a mega chal- 
lenge can do both, making tactical decisions on 
the ground then flying the missions that will 
bring your plans into effect. 

Aside from the usual, Reach for the Skies has 
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a couple of nice touches that should help lift it 
above the current pack of historical sims. Players 
can fly either for the British or Germans, which 
should make for two very different games (the 
British role is fighter defence, while the Germans 
must try to bomb as much English soil as possi- 
ble) and - an interesting one this - you can 'jump' 
from plane to plane in the heat of the action, tak- 
ing controls of any aircraft at any time with just 
the press of a key. Will it work? Can Rowan, who 
did such good work on Falcon and Flight of the 
Intruder, keep enough planes in the air at a fast 
enough speed to recreate the Battle of Britain real- 
istically? Will Shane finally discover the identity of 
his real father? All this and more... next issue. 




PREVIEWS 



HISTORYLINE 
1914-1918 Blue Byte 




From the Second World War to the First, with a game that should 
bring a smile to the face of any Battle Isle fans out there. After 
the not inconsiderable (and, let's face it, somewhat surprising) 
success of Blue Byte's futuristic strategy epic, the German develop- 
ment team has taken the same formula and applied it to a detailed 
strategic reconstruction of The War To End All Wars. The new setting 
has meant a lot more work for the designers, who have had to feed 
in a tremendous amount of technical and historical research data - rel- 
ative size of forces, 

when equipment 
became available 
etc. The result, it is 
hoped, will be a 
Strategy Game To 
End All Strategy 
Games, and pre that 
should be particular- 
ly welcomed by 
hard-core wargame 
purists. 

The main thrust 
of the game is 
played out on the 
split-screen hexagon 
board that all Battle 

Isle fans have come to know and lows, while individual battles are 
played out in swish graphical interludes which, we're told, use the 
same advanced 3D sprite-scaling techniques used by the likes of Wing 
Commander, Air, land and sea forces (over fifty types of vehicle and 
armoured unit) are all the player's disposal, with varying terrain and 
weather conditions doing their bit to hamper each side's progress. 

The ten-man Slue Byte team has been working on Historyline for 
the last year and, we must admit, it's very sporting of the Germans 
to go to all this effort to reconstruct a war that they eventually lost. 
Perhaps the series should be taken to its logical conclusion with a 
football simulation called Historyline 1966. Now that WOULD be 
worth waiting for... 
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Bmm seud cbeqae/PO/Access/Visa No. and expiry date (O 



IVpt T1IOI 1- Trybridge Ltd.. 10, Tinkl< 

please state make and model of computer when ordei 

£3,00 and Europe add X1.00 per item, htfewbereplei 

^available Mail order only.. Telephone orders: 
Fax orders ; 0268 590076. Tel Orders : 0™ 



.„ 4pm. 

ring for details 



iWh«(Diwe (i mag) 

1 it Hag Upgrade . 

1."2MegU|igrBdaiiilhtl«# - 

30 Construction KK - 

2 HOI To Handle 

Aden 3* «.— ■ 

ArsamlFC" •■-— 

Ashes Of Empire . 

Award Winners 

Addams Family 

AlfiUS 

Air Due* - . - r ■■ 

Air Land Se* 

*r Support 

Altered BeaU - -- 

Asgau?1 on Aealraz 

AMOS - 

AMOS 3D - ..-- ■ 

AMOS Compter. 

Another World 

Aikanied2 

6 17 Flying Fortress (1 rwg) " 

Caiman the Caped Crusader - 

Salman The Move ,..„—■ 

Baiila Chess 2 

BatllBloada* 

BeatlbuSle^ ■ ■■ 

Beac* voney - 

Boand Genu* 

Birds Or PnaHlMegi 

BackCrypUl Meg) ■■■— 

Blues Brothers - •■ 

BffeVBlIkai 

40 Boning 

Hubbs BobWe - 

ESudoKan 

Cat* 

Campaign" 

CasnesfiMegi 

, Chase HQ 

CaptfWi CoNeclion 

California Games .... 

CslifarniaGarnes2 

Carl Lewis cnaiiengB " 

Gavsdar ■ 

Cadaver Cata Disc .,.._._,. 

Cenlurign - 

Championship Manag*/ [1 Meg) ... ... . 

Chaos Enojna ■ 

Check Hoc* 2 ' ■ ■— 

CnriliEalion 11 Meg). .. 

Conan The Ommeriart* 

CantineMal Cncus 

CoalCrOC T*ins 

Coven Action^ Meo'l . 

Crazy Cars J 

Cricket 1 meg 

Curse of Azure Bonds [1 Meg) 

Cyoertwi 

Dawy Thompson Challenge 

Dai* Sun : Shattered Lands" . 

Daalh&nnger 

Death Knights 01 Krynn (1 meg) . 

Demonsgale " .. 

Disnev Artfliaiisn.. 

Dujy Collection 

Doune D'ago 1 

OOuhle Dragor 2 

Double Dragon 3 

Dragon Nmja . 

Dreadnought* . 

Dtint 

Dyftaoiasier.. 
Elvira 2 (1 Mag) . 
Epic . 

Euro f ggrball Champ 

EmO Soccer' 

EyaOMhePjeholeef (1 magi . 
Eye J llfi Benaloar 2 11 Meg).. 

Eye d1 (he Storm " 

Fl5SlrinaE*qle2 (1 Kg) .. 
HESCambilPllOl... 

fig Stealth Fighter 
Falcon a" 
Final Fight . 

FirBand lea 

Firs! Samurai - Maga Lo Mania. .. 

Flag'.... 

Flighted The Intrude*.. .. 

Flood 

Formula One Grand P*in [1 Meg) .. 

Faotiral Director 2(1 M*g) 

Football Craly 

Fun BchCtfUS-J - 

FunSctidOl4 7-11 

Fun School* under 5- 

GLoc 

Games 'K-Eseana — 



Global Etiact (1 mag) 

Gaunlel 3 

GhoslbuSters 2 ■ 

Gnoufe And <3h»1s 

eohiira ■ 

God* .. „ ■-'■— 

G60!ait"9r Action ■■-■ 

GodialherAdvBrnuia*(1 magi) 

Graham Couch .,..„,.,, ■ 

Graham Taylor 

Gunship ZCOO * 

QuySpy 

Hard Driven 

Harpoon 1 1 Meal ■ 

Harpoon Batlle&et 3 

Harpoon Bafllesel * - 

Harpoon Scenario Editor — 

Head Over Heels, ■• 

Heart pi China u Ueg) — 

Heimdaii iii*g> — 

Harleflumi - 

HUchkaw Q*jide 

Hoi ■ ■■ ■ ■-■ 

Hc^k 

HuMbt ■■ ■■ 

Hudson Hawk ■■ 

Humans' 

Ian Bolham 

IKi- ..— • 

Immortal (1 mag) .. 

Indy Jonaa-AHanus Action " .. 

Indy Jonaa-Allaflte AttfenMre " 1.1 meg) . ., 

Inl Sp&IS Challange 

lahar.. •■- 

Ivanhoa . 

Jaguar XJ2P& 1.1 meg) .-.- 

jask Nictilau* Eidra Muises 

JK* Hid(lau& unlimilBd Golf 1 1 Meg)l9 & 

jasn Hn*laiii Ciipan 

Jimmy WMeS&nooKar 

JdhnMaOdan - 

John Bamas (1 fflegl ' 

kick OH 2 

Kfc* Off 8(1 Meg) 

K*iga QueSI 6(1 Mag) 

Knflhlmare 

K.Q 2 Final WhSHe • ~ 

K.0-2 Oianlls of Europe 

K.O.2 fleimn of Europe , 

K.0.2 Winning TacfiCS 

Kmghlidl Bia Sky (1 meo) 

LB5tNinjaZ 

Laa.! Nirga * ■ 

LaE«r SduarJ 2 ' — ■■ 

LeansSur ■ 

LaaShar Goddess 

leisure SuH Uny 5 (1 Meg) 

Lemming* ■ - 

Lflmmings Conslruction K<1 * 

LamTrigs Data. Disk ■ 

Lagrtnd. 

UlhanWaapM a* — 

Links - 

Lord ol 1h* Rmgs 

LpaoFTha Temptress.. 

M' 

MagicPackeli s. — s 

Magic Fly 

Maga Fortraes 1 1 Meg) 

Met* Lo Mania 

MegaSporiE 

Mega-TrawllBTl (1 Mag) 

Mega TrayeHar 2 (1 Megjl 

MierccfosaGoWn Meg) ,. 

MiorOpfoae Soc«r 

Mig 29 Super Flacrum 

Moonslone f1 Mag) 

M1 Tank Platoon 

Mktiighi HesiBJane* 

Midwinter 2 ( I Magi — 

MigM arKJ Magic 3 .... - 

Mvlh - 

NO* ZaaJand SWry 

Nigel Mansall Wwld Champ* 

Nigrum ed ■ Action 

Ninja CoHeclnn 

Operation ThundBiftOfl 

Operation WoH - 

Ork 

PflPD 

Pwarboy 2 

Parasol Stars 

PQA Go* Gaunt* 

POA Tour Golf „....,.,- 

Pmbat Dream* - — - 

Pm 3 From Outer Space 

Player Manager 



1999 

16.99 

6.99 

.6.99 

.. . 15 99 

1699 

19.99 

24,99 

19.95 

16.99 

22.99 

,. ....19.09 

.6.99 

22.99 

9.99 

... 9 99 
MM 
.6.99 

22.89 

19.99 

18.39 

_...7.« 

...16.99 
.. . 16.99 
. . 19.93 
..... .1*99 

19.99 

19.99 

6.99 

9.99 

1.999 

24.99 

19.99 

19.99 

6.99 

.,,.,.,..16-98 
9M 



9.89 

19.98 

1898 

16.99 

9.99 

. .11.99 
...... .».9fl 

•9'J9 

*.*9 

7,99 

7.99 

5.99 

22.99 

S.99 

16.99 

. „ 16.99 

16.99 

.7.99 

22.99 

....14.99 

16.99 

.. MM 

i9.se 

16,99 

24.99 

19.99 

...19.99 

51 .99 

16.99 

.6.99 

22.99 

13 99 

1998 

. . "5 99 

19,99 

22 99 

899 

2699 

19,99 

19.99 

6.99 

-22.99 

29.9S 

.16.99 

6.99 

18.99 

6 99 

13.99 

6.99 

. .6.99 

16.99 

S'd9 

....16.99 

16.99 

9.99 

.. 19.98 

1599 

24.99 

12.99 



Platoon 

Pools Of Darkms* (1 Mag) ..-„ 

Pppulou* 

Populous 2(1 Meg) .. 

PowerdrrR.... ■■■ 

Powermongef 

Po^flrmonger [Jala Disc 1 

Premiered Meg) - 

Psytno Soccer 

Ft Type 

RTypS? 

RBI 2 Baseball -.— 

Flamed! 

FlainbiwOollBctiQn, 

Rainbow Islands 

Rairuad Tycoon (1 Mgf — 

Ramparts' 

Realms (1 Meg) 

fled Baron (1 Meg) • 

Bed Heat. . - 

Reach lor If* Skies ' 

Red2onfl - 

Ranega* ■ ■■ ■ 

flckDang*roJE 

R*B C* The Dragon (1 Meg) 

HiSfcy (Woods. 

R06o«p — ■■ • 

RobacopS ■■ ■ 

RobCCPd 

Rugby World CuO 

FliAjiOl Engagement 

Run The GauMW 

Sensible Soccar 

Secret 01 Monkey Island (1 Mfl) 

Becral of Monkey Islard 2 (1 Mfl|.. 

Shadow Larate . . 

Stiadow Sorcarcr 

Snadow Warriors 

Silly Putty" 

BhtnuW ...- 

Shod Em Up Kit 

S-iurUe'' 

SiKwdfin 

Silent Service 2 (1 mag) 

Sim Ant 

&m City * Populous .. 

SmicsonB ... 

Ski Or Die 

Son* The Hedgehog 

Space i*88 (*■ meg) 

Space Crusade 

SfsaceGun , 

Special Forcas (1 Meg) ■ ■■ ■ 

StaraWws, 

Binder 

SAiker ■ . 

Sirip Poker 2 * Datt 

Si4HrHaogQn. .. 

Super Tetiis* 

Streetfghler ?' 

Slunt Car Racer 

Super Talris 



SrtilehbladB 

S«iiljtnOl»da 2 . 

The Manager 

Team Yankee 

Team Yanke* 2 11 Meg) 

Teenage Mulam Tunis* 2 ... 

Temnnalot 2 ,- 

TrWr Finest Hour ... . 
Tb*r Fmast Missions 

Thiicdariawk ...^.— — 

Tip Oil 

Titus lha Fos . 

Tr*i 

Trodfllers' ... 

Tu(i» Che*enge 

TuitSO Challenga 2 

Turt»CnallBnge3 

Turbo Outrun. .. . 

Turrican 

Turrican 2 

TV Spoils Baseball" 

TV Spons easkarbal 

UM&2I.I Meg) 

UnlOutnables.. .. 

Ultima 6(i Meg) 

Utopia 

Utopia Qala DUk. 

uihings . . 

Voyager .. 

Wing &}mrnanderi1Maa> 

wollchild ■ ■■ 

World Cup Cncfcel 1 Meg ... 

Wjrtd Wresiimg Fed 

WiibaH. .. . 

WtzWd ' . 



. ..6.99 
21 JH 
..699 
..19.99 
....6.99 
.19.99 

9.99 

.19.99 
.16.99 
.6.99 
.. 16.99 
..19 99 
. .. 6 99 
...13.99 

6,99 

...22.99 
...1899 
...19.99 
...22.99 

6.99 

.22.99 

1699 

.. . 6 99 

6.99 

. .26.99 
...16.99 

6.99 

„ .16.99 

. ..16.99 

,. ..12.99 

. 16.99 

. ..6.99 

. .16.99 

.....16.89 

.. .24.99 

.... 19.99 

1999 

.6.99 

...16.99 

9.99 

9.99 

. .19.99 
&99 

22.99 

22.99 

19.99 

16.93 

8.99 

., ..18.99 

19.99 

.. . IMS 

16-99 

.... ?PB=i 
7,99 
699 

16 99 

6.99 

.6,99 

1699 

19.99 

699 

16.99 

. . .6.99 

16.99 

,_. 19 9B 

1999 

_ _ 19JM 

16.99 

16.99 

19.99 

9,99 

19.99 

.... .16.99 

16.99 

. . 16.99 

..,,.16.99 

„ 6.99 

16.99 

.. . 16.99 

IM 

... . r. ay 

.9.99 

19.99 

9.99 

..19.99 
. ...6-99 

19.99 

19,99 

,9.99 

16 99 

., J6.99 

22.99 

1B.99 

19.99 

1699 

.699 

16.99 



JOYSTICKS 



Guickjoy Jetfighter 1 1.99 

Fighter- - 599 

Qulckjoy Turbo 2 9-99 

Quick shol 3 Turbo 

(Sega Comp} -. -.10.99 

Quick joy To pslar., 1 7.99 

Speedmouse , ,.- , ... ...1 6.99 



BLANK DISKS 



Top Quality Unbriinded 
Disks 

10 x J.5" HSDD-. 5.99 

2* x 3.5" DSDD !*•** 

SO x 3.5" DSDD -23J? 

100x3.5" [JSDD™ ...44.99 
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RECYtLKIH-OUMAi DISKS 



10 X 3.5" DSDD 4i0 

2fl X 3.5" DSDD ..„ SM 

SO X3i"DSDD„. 16.00 

100 X 3.5" DSDD JUM 



16.99 



E.A.SPKCIAL OFFERS 



Leisure Suit Larry 2 
£1499 



SPECIAL OFFER 



Colonel's Bequest 
£12,99 



SPECIAL OFFER 



LOCK OFF 2 (Iraq) 
NOW ONLY £11.99 



SPECIAL OFFER 



only £9.99 Kach 

Shadow nfTht Beast 
The Krystal 
Mercenary 3 



SPECIAL OFFER 



Cadaver 

Now Only 

£12.99 
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GAMES INDEX 




A 



severely truncated Index intro this month, I'm afraid! So much good stuff to 
squeeze into the mag, you see, and something just had to give. At least there's 
still space enough for the usual Compo with the usual great software prize for the 
lucky reader plucked from the bag on the closing date of November 21st. And the quezzy 
is... How many games has Gremlin got in this month's Index? Write the answer down on a 
postcard and send it Games Index Compo 7 at the usual address. Good luck! 
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ii straieuiimuirr tilinl in: iln tUituniif nut mm Ii :i ill* ihuinii 
ii linn iireieji run. lie nun iiiii khii ihi if iimiiii. 

linn in mi inli limn im m im urn mt rmiirMK hhi ucr ii mmr 
renins os i milium in. iir i suit iln. Mllirrn nil isrieiiin n nrim. siwi 
sun in iiiii sue lift nut lemim im ineim 31 im, 

i mier iiiiFtmie MFilt Ii He tiMiiui nr idihi mm t mini leieri 
iimiiii annum an in tun s waini me hi sun urn » in iiiii him 

iiniiiiHHlFiiliixkliiirtiiiiir. 

null iimeii mi sir "uriin". inei n lie intrtsiiii iriMiin n iiHiiinN im 
leiiliilii iei iinii. Him IF tar Ii sum lit tn u'nsihi hi iiiNi irmiltl 
iiinEMBUMimnniin), 



i in mt! mire ii iirsm m mm* ii cwini eick | 

. Fin im rim it nil. flu a unarm ill ir lein 



iiriiiciiieiniiMn men 
KieiiiiK.iiniiniiuiNfii 
liirllii II (Id IM III 

ins an ins if lem n i mi mil ir nriieii nils, irs mm. 1 r. mi mi mi 

le iiHiMinei mi i Her m nt Mini n crtniii n irn n ikbiibii mum mm, 

us in no in it iciiHirimnei iiiii 

trait an untie tieseniii imm n iiiu aiMM n fin m ticser itiri un 
m im it lie iikn in mi ii meteiFiM 31 ileum: tmnN until n nimtti 
iinmi. 

i raiier ims tiinaim r in reinei mm. in samm m im im inni iimi sum 
ill ii. in mill nrim itiitti win a ill iiriM ail n Fie iirii. i ill K i lei 
mi nan 

imtn isr h ihi i ii aiKiin ii II imiiai, imr Hint im imiii ii. ii he 

Dil INl ll llnl liSIHIIII. IIM III UK DIE III Uriel II fill IlKl lislwlil 
Milt in i'biii minis 

i una dim leit ei ii im. in riFttmii. n it Fair ran his en mi hi in he | 

it iiiiiii. i<ii!'. litre's i imr anile meinre mini » nn im iiiiiNi n up in 
i(sininiiiiiii}|iriii(i'iaiiiiHii!iriii. 

i nr in im IM miaei mils mills in me mi mil wniii mil nei imi'm | 
miii HKiiiiiine linn ii iimiis Fim ill fii a a m an eiseiienit iresenrt 
leiiei ii i Hirttiin sir iihi imieri sue n mi. nil u lie mil 

nun Mill lit Mil nil iei n a trie Eiumiieaier. imiiiri ii i mi itf n ir 
ui liners mi m sm i an ir mini m lime mm n ne line iibiii a Miami; | 
miKiit n nt tm n mum men hue hi. imnin n mm nctiMiMi. 

imr ieieriil irtit iirii iauMii tail, un liner tui mini sullir Ml. ism 
iittiKei n sains injiiriini. nmi ii tilts :u unit iieitsiiiim. m im im lie 

MUM III IFINI1 111 II Ml! F'H IM IIJI'I 

intuitu tiinitj rw Harm inenere li ne mi n i in iniim. rum n nil 
ilium m 'mm m virile EMM ne m inn aniline: mi leiem 

1HIISF III lllir Slit 111 PCHKII ll 111 1MIMI. 

utir im minis Mini el Willi im if us rimr am mi is iiibiuh n a row. 
Fin si uni hi eiceiieiF [inner irwn. Wim iraine; an item n Mines 
lieruil mt in ill lie him Minus 111 in is ll HNII 

fim Uti li ii mil imii hi nt tMcnaie Facii'i . iimi Hi usi mm ihii ii n 
nt mm. ne rum is i ewi Men stniim tun m nrim limn Finni. nrnr | 
in Mimtr mil. mt mi cuiriii in ciiitm eiieitmien. 

mi him iiir irm a dm mil im nuns in; inisis in ai ne leicmi. itir 

sun hi ms ii tie fiii nil mi mm lete? mt it i ti-ntn mnr ua in Mil 

siimiii ii me iriimi miriiMs. ml inn nnr iinii sue m iln n iiii 

ll Mar nmi ineiia. nine laiMim nil aceesi. li m le iei i Mrt tine nei 
mil's Etei aniF iiiiniri wiiim lit in im urn nr nr lai mi in m lai 
M iiintlti li tin Hal ll em; m TltllE H«s swim imisi im 

Fill III IHKI }». JlH't IIIIIII lit HI MI III nrll HI Kill. Il't a killll llll; 
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It's coming! tn its secret research labs Commodore has beertbeaverin^vay 
ma new home computer which, it is claimed, will take i^p^ ^^^^.°A h 
21st Century and beyond! Rumours abound; about 

specifications; of high-speed 68030 proctors, tVn 
shattering CD sound. What's truth and^hatVconjec 
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(God and deadlines 
$ur appetite... 
but will it be their greatest? 
frrfkey Island 2? 
y all be undercover but will it rate over ninety? 
rt|t wait to.see-Mici^^rose's chopper (sim)! 
ttsidcom-op conversion finally peeks over the wall. 
S* maybe eVen .: 
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Most normal Amiga mags would b^ quite happy to call it quits at that but 
not us! in addition toialJ inls jheer excetfeiw there'll be a wealth of tips, 
news. Interviews, previews and out-of-cockpit views (eh?h all brought to you 
by the zanrest gang of funsters since the Marx Brothers were at their 
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SEND AiAE. fOlt IKU CATALOGUE 

Kiev. LI nils 2/1, HuliWd War, HiilfiinJ, Birmingham Bd 7AX. Telephone : 021 625 3311 
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